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ONCE DRAWN A PICTURE 
CAN BECHANCED IN 
HEIGHT. WIDTH & COLOUR 


POSITION A CHARACTER BY 
SIMPLY CLICKING & DRAG¬ 
GING WITH THE MOUSE 


LINK TEXT BOXES TO 
CHARACTERS AND ALLOW 
MULTIPLE CHOICES IN THE 
BOXES 




AND CAN APPEAR MANY 

TIMES ON MULTIPLE PAGES_ 




OVER 100 COMMANDS ARE 
AVAILABLE FROM THE 
DEVELOPMENT MENUS 
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THE INTERACTIVE PROGRAM CREATOR 


WHAT IS IT? 

Talespin is a package which allows the collecting together of drawings, texts and 
sounds onto a series of pages together to form an interactive story, guide or textbook, 
which is read purely by clicking the mouse on the drawings or texts. Variables may be 
used to control the flow of narrative or record progress made. Talespin itself is entirely 
mouse-driven and very user-friendly, requiring no programming skills for its use. It 
includes an art package as well as importing Neochrome, Degas or IFF picture files 
and also imports ST-Replay or Amiga A.M. A.S. created Digitised Sound. The use of 
sound is optional. Its facilities include giving full details of disk space usage, location 
of all pages referring to any particular page, drawing, sound or variable, completely 
interactive development allowing changes to any part of a title at any time, the copying 
of drawings and sounds from other titles, the ‘chaining’ to other titles allowing the 
spreading of a story or textbook across several disks, and the provision of Demo 
mode, which allows a title to run on its own for demonstration purposes. 

WHAT IS IT FOR? 

It can be used to create interactive adventure games, for profit, pleasure or instruction. 
Or in business to create a sales demonstration, or product servicing manual. Or in 
education: either using Talespin itself to teach the design and logic of computer 
systems in a non-technical way, or using Talespin as a vehicle for the teaching of any 
other subject. Or create an expert system with it. Or a school magazine. Or. .. 

CREATE YOUR OWN COMMERCIAL PROGRAMS 
Once you’ve finished developing your program whether it’s an adventure, an 
educational program or other you can lock your program so no one can enter the 
development mode. 

TALESPIN comes with a public domain display program called “Telltale” with this 
you can distribute your own programs or offer them to publishers. 

COMPLETE AND COMPREHENSIVE MANUAL 
The manual comes as a complete Tutorial with a scaled down version of “The Grail” 
adventure and also a comprehensive reference guide. 

TALESPIN COMMANDS AVAILABLE 

*choose/create title *Save position *load position *Select driver/folder *auto start 
*demo program *help *drawing define *page define *sound define Variable define 
*turn to another page *add drawing to page * modify palette *select background 
colour *Page entry options *List conditions *list/set variables *move drawing *swap 
colour *shrink reverse drawing *change drawing order * add/edit/delete text *add/ 
delete/ chain sounds *locate item *show disk space *show drawing/ sound/page size. 
REVIEW FOR TALESPIN 

ST USER: ‘Microdeal is putting its money where its mouth is and exhibiting 

justifiable faith in a very good product. ’ 

MICRO COMPUTER MART: Talespin in my opinion, is a highly commendable 

program. ’ 

ST/ AMIGA FORMAT: ‘ Graphics cleverly used for variety — Talespin offers the 

opportunity to create an RPG type of adventure game 
which STAC and STOS certainly wont ’ 

COMPUTER GAMES WEEK: Talespin gives the programmer all the scope he 

could possibly need. ’ 

ST ACTION: Talespin has brought the task of adventure creation within the reach 
of everyone! 1 

* If you have a modem, phone our BBS - (0726) 65422 - & download Talespin 
demos written by users. * 30 day money back guarantee. 


TO ORDER 
SEND TO: MICRODEAL 
PO BOX 68 St Austell 
Cornwall PL25 4YB 
Allow 28 days for delivery 



BY PHONE 
WITH CREDIT CARDS 
TELE (0726) 68020 
£29.95 (incl P&P) 




Please send me Talespin at £29.95 (incl P&P) 

I OWN A □ ST □ AMIGA □ IBM 

□ Cheque enclosed made payable to MICRODEAL 

□ Please debit my credit card account Expiry date 


Name. . 
Address 


Signed: 



































































































CONFIDENTIAL File No. 6 : Page 1 


Contents 


Psst... Page 2 

The Boss Upstairs faxes his usual opening words down to the 
magazine offices. This Issue he takes a look at the current 
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rent gossip and new releases. 



Scapeghost Page 5 

Level 9 has been quiet of late, but at last 
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be available in story-form, phone-quest and computer game, 
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behind it all - Joe Dever. 

Calvana Page 18 

Keeping on top of the many Play-By-Mail games that arrive 
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long time. We peek into the word of religion and role-play¬ 
ing. 

Kult Page 20 

Robert Lockwood gets to grips with the future of adventure 
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Adventure Writing Page 22 
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of live role-playing. 
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As always, here is another Cryptic Crossword and Wizard's 
Cottage for you all to solve. And remember, this is the last 
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...STRAIGHT FROM THE BOSS' TELETYPE.. THESE MESSAGES GO OUT TO EVERYONE MAKING SURE EVERYTHING GETS DONE ON TIME... A NOVEL IDEA! 


Psst... A 

THE BOSS 

Boom-time for the computer games 
world is over, at least for the next year 
or so. 

After sustained growth through from 
1983, the computer games industry is 
now in decline. The reason for the 
decline is simple. The biggest com¬ 
puter games market, that of the USA, 
has suffered an overwhelming defeat 
at the hands of the Japanese games 
console manufacturers, spear-headed 
by the giant Nintendo. Nintendo abso¬ 
lutely dominate the market in Ameri¬ 
ca, so much so that the leading com- 
puter-for-playing-games-on is now the 
IBM PC. The Amiga and the Com¬ 
modore 64 are struggling and the Atari 
ST is almost dead. 

The software producers have been hit 
very hard, dealt a low blow by 
Japanese protectionism at its very 
worst. While the console market has 
literally exploded in size, most pro¬ 
grammers and publishers can’t get a 
look in, because the cartridges that 
hold the software can only be manu¬ 
factured by the companies that make 
the consoles themselves. The free 
competition that thrives in the comput¬ 
er industry just does not exist. 

The main effect on the computer 
games trade is to dramatically reduce 


WORD FROM 
UPSTAIRS 

the amount of money available for the 
development of new computer games. 
The Amiga, which has a reasonable 
foothold in America, should continue 
to be quite well supported. There 
should also be a growing range of 
games available for IBM compatibles, 
particularly for the faster machines 
which are as capable as the Amiga and 
the ST when fitted with graphics adap¬ 
tors. Atari ST owners are already 
finding that the best games on the 
Amiga may not automatically be con¬ 
verted to run on their machines, as 
conversion becomes less cost-effec¬ 
tive. The 8-bit machines, such as the 
Spectrum and Commodore 64 could 
be hardest hit and new top-quality 
titles for these may soon be very thin 
on the ground. 

Compounding the problem is the trend 
for computer magazines to sensation¬ 
alise new titles to keep their circula¬ 
tion up. New games of lesser quality 
will still feature on the front covers, 
and will still be Smashes, Star Games, 
Sizzlers or whatever. The more 
gullible will continue to go for Hype- 
soft’s latest Ninja Simulator, and may 
continue to be disappointed. 

But over past years, a tremendous 
selection of computer games for all 
types of machine has been developed, 



quality games to satisfy even the most 
avid games freak. To get the best 
value the public will have to adjust to 


buying older titles, rather than suc¬ 
cumb to the marketing hype which 
insists that the latest is the greatest. 

It’s time to forget the Forgotten 
Worlds of this world and remember the 
Defender of the Crowns. 


THE BOSS UPSTAIRS 



JT O H IV K IV 

Little Psst... 


My name is John Knight, a new 
member of the Official Secrets team. 

It is my job to get involved with the 
magazine and I will soon be writing 
various bits and pieces. I will also be 
manning the Adventure Helpline in the 
very near future. My main concern at 
the moment is that I have the job of 
keeping our solution files up to date 
and getting the latest answers on the 
latest games. We find that, due to 
pressures of the magazine and Official 
Secrets, we only get the chance to play 
part of the way through most adven¬ 
tures. When the average game takes 
over a week to complete, the task of 
playing through the many titles that 
arrive on my desk each month is 
impossible. We rely on you to provide 
help for others when they phone us. 


To encourage all would-be solution 
writers into action; please remember 
that the name of any person who sends 
us a solution will be put into a bi- 



Downstairs 


monthly draw, the winner of which 
will receive a free game! And there is 
a very good chance of you winning, 
especially at the moment, because the 
response is not exactly overwhelming. 


Every issue I will also be listing any 
solutions that we really need or ones 
that have been requested and that we 
have not got. This month's list 
includes: Battletech, Space Quest, 

The Krystal, Dream Zone, Deja Vu II, 
Times Of Lore and Golden Path. Help 
us to help our members. While I am 
on this subject, I would like to thank 
John Barnsley for his unparalleled 
contribution of his adventure solution 
disks (see elsewhere in the magazine). 
His enthusiasm and dedication to the 
Club is much appreciated. 


And now onto the winner of last mon¬ 
th's draw. It is Bas Jansen from The 
Netherlands for the first correct solu¬ 
tion to Myth. Well done! Bye! 








RET NEWS-DO NOT READ-TOP SECRET NEWS-DO NO 
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.WHAT A GREAT SUCCESS THE NEWS FILE WAS LAST ISSUE.. YOU SURPRISE ME, AGENT ORANGE.. SO YOU SHOULD HAVE NO TROUBLE SURPRISING ME AGAIN WITH ANOTHER TWO PAGES. 


After my jaunt to the European Computer Trade 
Show, this month I'm back to normal with the usual 
batch of in-flight pigeon post. The Boss was so 
pleased with my two-page spread that he nearly 
decided to make it three! Luckily I talked him out of 
it. Delving through the sackfuls of fan mail that my 
cartoon impression generated last Ish, I have suc¬ 
cumbed to your pleas and included it again. Ah, the 
toils and tribulations of being a mega-hype superstar! 
Now that that's out of the way, let's move swiftly on 
and see what Albert's got stuffed in his little beak 
this month... 

A G E rsr T O R A 1ST G E * S 


News File 


Mediagenic moves Infocom 
Arguably the world's number one soft¬ 
ware house, Infocom, have moved. 
And the signs look as if it is now to 
exist as a name only, for all the origi¬ 
nal founders have now left for pastures 
new. Steve Meretzky and Dave 
Lebling are among the most recent to 
go, following their own careers else¬ 
where, though there is a possibility 
that they may be contracted in to do 
various adventures in the future. Info- 
corn's new home is on the west coast 
of America, though the staff that made 
the journey to Mediagenic (formerly 
Activision) did not consist of any of 
the games designers or developers. 


and that, after the ACL awards, there 
has been a total silence. We will pass 
on any news that comes our way. 

Finally the date for this year’s Personal 
Computer Show have arrived. It is to 
be the 27th September to 1st October 
at Earl’s Court in London. This annual 
bash, organised by Personal Computer 
World magazine, is still one of the 
most prestigious 
events to be seen at. 

Looks like I . 

should be there... ' if fll&K 


machines,.they chose First Star due to 
their 'significant presence on game 
consoles in the United States and 
Japan'(it sez’ere). Still if The Boss 
Upstairs is to be believed (and who 
wouldn’t?), the computer games mar¬ 
ket, that started with Pong on the old 
Atari VCS, will soon be whirling full 
circle on itself. Well, what’d’ya know! 

A new Multi-User Game (or MUG as 
people like to call them) is set to hit 
^^^he markets in the forseeable future. 
W'MKfe - ft * s called Bloodstone 
Wrm mi - * and at this 


Psygnosis have 
also sent word 
that they are 
going into an 
alliance with 
First Star Soft¬ 
ware, Inc.to 
attack the 
world-wide 8- 
and 16-bit j 

video games 
console J 

markets. 
Thinking 
of having a & 
go at both t 
hand-held J|||g 
and coin- 
operated 


And while we are on the subject of 
movings and disappearings: The 
Adventurer s Club seems likely not to 
resurface after a lapse in service of 
about four months. Rumours abound, 
but at the moment I have had no 
answer either by telephone, letter or 
pigeon-post concerning the situation. 
Having read Keith Campbell's com¬ 
ment in Commodore User, I would 
pass on his words that ’even if the club 
recovers, it is hard to recommend 
adventure enthusiasts to part with 
£17.95 for a service that cannot be 
relied on.’ Having spoken to him, he 
said that he had received 
no word - ___—- - 


Bloodstone : "Like nothing you have seen before. 


A * SEP COURT 
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S - - - DO NOT READ 


stage I haven’t really amassed any 
sizeable chunks of info on it. It’s 
creators are Robert Muir and 
Andrew Pusey, with the whole 
project being funded by Tony 
Cox. Robert Muir was an avid 
Shades player, but (and now we get 
onto that old game's cliche), he 
thought that the game was limiting and 
decided to design something much bet¬ 
ter. Though this statement is as over¬ 
used as Vera's jawbone. Bloodstone 
looks as if it might break the mould on 
quite a few aspects of multi-user gam¬ 
ing (or MUGging). It is a game of 
life; that is, a game where everything 
is kept as real as possible, so flowers 
can be examined to find that they con¬ 
sist of petals, stems and all the other 
pieces that a flower consists of. 

Details like this promise to make the 
game a very exciting proposition, 
though in scope it also excels. There 
is one large continent divided up into 
twelve different countries, all populat¬ 
ed with a myriad of creatures and 
races. They also hope to add graphical 
representations of your surroundings. 
Although that is not set to be available 
for the next year, watch this space for 
news of its release. MUDdies and 
Shadists watch out! 

Now onto the new releases and up- 
and-coming offerings that will be fill¬ 
ing the pages of this mag in the com¬ 
ing months. First off, there is a little 
add-on for all you budding godlings 
out there - the Populous Data Disk. 
'The Challenge Continues' (it sez 'ere 
again), and it certainly does if you are 
looking for a few more pretty scenes 
for your younger brother to gawp at 
while you nuke him to death using 
your C&VG cheat mode. The game 
that has become a legend in its own 
launch-time, now has five new worlds 
(scenes) to play about with (probably 
quintrupling the twenty-nine millennia 

mm in 



WS - - - DO NO 


that^*-— 
it already takes 
to play through the game). " * 

These are Revolution Francaise, Silly 
Land, Block Land, The Wild West and 
The Bit Plains. Each of the new 
worlds are said to offer different strate 
gies and challenges for anyone feeling 
that the game is running out of steam. 
A bit like Albert really. 

Also from Electronic Arts comes the 
PC version of (deep breath) Decisive 
Battles of The American Civil War : 
Volume II by Strategic Studies Group. 
This follows on from the first part with 
Gaines Mill to Chattanooga (Choo- 
choo?). So for anyone interested in 
recreating some Confederate vs Yan¬ 
kee battles, then this award-winning 
system could be for you. 

Infocom are getting very good at 
sneaking out products when you least 
expect them. The latest bombshell 
came about a week ago when Arthur : 
The Quest For Excalibur landed on 
my desk (complete with the latest gos¬ 
sip about Amanda Barry’s latest ear¬ 
rings). This one is not written by any¬ 
one famous, at least no one is actually 
credited, though there is quite a nice 
box cover artwork by Greg Hilde- 
brandt. What do you mean 'Who?'. 

The story behind this seems not to be a 
re-telling of the legendary tale, but a 
quite different story that revolves 
around the famous characters. The 
feel for the game is very much in the 
Sword In The Stone mould, and not 
really from Morte D Arthur at all, so 
comparisons with Level 9's Lancelot 




M, 4 


■ • vil 



of Audiogenic Software 


Arthur : Newest Infocom release 

are difficult to make. Infocom also 
throw in their now standard program¬ 
ming goodies of graphics, on-screen 
mapping and on-line hints, just to keep 
the 'Thickie Twins' happy. A good 
game, but not a classic, and beware the 
humour, which is sometimes a little 
too awkward to amuse. 

Come'ere. And there's more! Lone 
Wolf , the successful fantasy game- 
books by Joe Dever, have suddenly 
crossed formats to appear as a comput¬ 
er game, a FJ.S.T. clone and a set of 
grown-up fantasy books. I actually 
missed the press release of all these, 
which was held in Chislehurst Caves. 
This is more usually the haunt of 
Labyrinthe, the Live Role-Playing 
people, but just for the day it was the 
scene of some very weird goings-on 
underground in the old caves system. 
From what I can gather, some sort of 
adventure was planned, but the train 
strike didn’t help the proceedings at 
all. I was a bit dubious myself, espe¬ 
cially when the letter I was sent start¬ 
ed, "Well done, Brave Adventurer, you 
have reached the next stage in this, the 
quest of your lifetime! Grim news 
from the West sends you on a journey 
deep underground to search out Lone 
Wolf , the last Kai Master of Sommer- 
lund who has been kidnapped by the 
evil demons of the caves." Perhaps it 
was better that I didn't go. It didn't 
help that when I tried to get some 
more information by phoning Beverley 
Gardiner, she told me she was a 
Princess and that it was going to be 
’absolutely wonderful'. 

Well that's about it. News fans! Hope¬ 
fully you’ll hear from me again, but 
with the recent spate of bumping-offs 
that are going on around here, you 
daren't even open the stationery cup¬ 
board without a four-foot club in your 
hand! See you soon (ish)! 
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...LEVEL 9 HAVE BEEN SILENT FOR AWHILE.. TLL SEND AGENT WEATHERLEY... NO... AGENT KANE.. NO... AGENT ARGENT... NO... Um, ANYBODY LEFT?... 


The Austins have been quiet of late. Since Nick Walkland's expose in the first 
Issue of CONFIDENTIAL (now whatever happened to him, I wonder?), they have 
been labouring away fulfilling all their reported future plans. Ingrid’s been Back. 
Lancelot has tramped across the fields of Arthurian England. And Spook has 
changed its name to Scapeghost. I met Pete Austin at Level 9's new Southampton 
address and asked him just what had been going on in the interim between the 
end of eighty-eight. This is what he told me. 



seeing everything as if in a permanent 
mist, have a severe lack of several 
other forms of perception. They have 
no sense of smell, for example. They 
have an intense hatred for the light and 
much prefer to be hovering around in 
not-too-moonlit graveyards, phasing in 
and out, and scaring the wits out of the 
odd passer-by. Immense fun though 
this is, you will soon realise that these 
are not the reasons that you have 
returned from the hereafter and 
dumped back in the here-and-now, 
when you should be off popping your 
clogs somewhere else. The problem is 
(and this is where the adventure 
really begins) that you did 
not pass away at all 
normally. In fact, ^^k 
you have a quite a dm 
bit of unfinished ^ 
business before 
being released Ml 
from your ^k 
mortal coil ^ 
and drifting Sk 
off into the JBk 


Funeral 

The background story revolves around 
a drugs ring who are operating from a 
derelict house. You play the part of an 
investigator, who along with his assis¬ 
tant, Sarah Pearson, are tracking down 
the gang. Yet somehow the bad guys 
get wind of their impending arrest, kill 
you and go to ground taking Sarah as a 
hostage. Naturally everyone blames 
you for the whole messy affair and so, 
after you untimely funeral, you return 
to clear your name and gain your 
sweet revenge. 


Pete Austin is not the most talkative of 
men. In fact, as interviews go he is 
pretty reticent. Still, he is the leading 
figure behind Level 9's ever-popular 
games, the list of which seem to 
include at least one of the adventures 
that everyone started playing n years 
ago. He has his own style, his own 
way of doing things that make each 
product a different experience. Think¬ 
ing along these lines, my first question 
was why Scapeghosfl 

Ghost 

"In game designs," he began, amidst 
the boxes and general detritus of the 
move from Bracknell, "we like to base 
the storyline around a central character 
that is in someway special." A trend 
that seems to be filtering to the bottom 
of everyone's tank, judging by the 
appearance of characters such as Fish! 
"We liked the idea of playing a ghost 
in the game. Ghosts tend to see things 
very differently and this adds an inter¬ 
esting slant to the text." 

Graveyards 

Scapeghost follows on in the vein of 
Ingrid in this respect, but this time 
with a main character that is a little . 
less tangible. Ghosts, as aml 

weii as 
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Black Magic 

The storyline was devised by Sandra 
Sharkey and Peter Gerrard - whose 
names seem to crop up all over the 
adventure game world - though it was 
initially in a slightly different form. 
Sandra told me, "The concept idea 
came to me out of the blue as the ques¬ 
tion: 'How do you fancy playing an 
adventure as a ghost?’ and Pete took 
that and wrote an introduction. Basi¬ 
cally at that time it was very tied up in 
black magic, witches, covens and the 
like, but the investigating aspect was 
still there.” Then, Pete and Sandra had 
a very tangled web of intrigue sur¬ 
rounding a coven which killed you to 
silence your tongue and a strong ele¬ 
ment of building up your strength and 
power to affect the material world as 
you gain more experience. 

Possession 

The other part of the storyline that 
ended up on the cutting room floor 
was that of possession. The idea then 
was that as you started out wafting 
about above your grave, you could 
take over certain creatures to interact 
with the real world; ghosts, of course, 
cannot do so. As the game progressed, 
you could gain the experience and 
expertise to interact with larger and 
larger creatures, thereby roaming fur¬ 
ther from your burial place, the grave¬ 
yard in which it is found and even the 
immediate vicinity of the town. Pete 
Austin thought that, though this idea 
was very innovative and unusual, it 
would make 


the plot a little too intricate. "I decid¬ 
ed the idea was strong enough to stand 
up entirely on its own and not have to 
rely on the ghostly theme.” So it was 
dropped the possession aspects, in 
favour of a less complicated plot 


Creepy 

As Sandra remarked, "The Spook idea 
was just one of many. I kept coming 
up with all these ideas for an adventure 
and Pete would say, 'It's been done. 

It's been done'. It is very hard to come 
up with something that is really origi¬ 
nal." Which I suppose is true enough, 
but, as she is aware, the ghost has cen¬ 
tred in quite a few other forms of 
media, so this can only be called origi¬ 
nal in an adventure game context. Yet 
even there, you are treading on thin ice 
as Scapeghost will soon be rubbing 
shoulders with the likes of the creepy 
Moonmist and... and... all the other 
games in which ghosts have appeared. 
But to my knowledge, games have 
never dabbled with the possibility of 
letting you actually play a ghost. 


Spooky 

So now with the storyline decided, the 
next part was to squeeze it into the 
standard Level 9 format. For a start it 
had to be divided into three parts. I 
asked why? "Scapeghost falls into 
three divisions quite easily", Pete 
explained, "But there are other reasons 
why the splitting takes place. It works 
out nicely, yes, but the original idea 
was to accommodate a large adventure 
on a tape." Now that most of the 
machines have built-in disk drives 
anyway, the relevance of this becomes 
slightly lost of the average 16-bit 
gamer. The three parts in this spooky 
little tale take place over three consec¬ 
utive nights (in fact, that’s just about 
the only time you can appear) which 
see the building up of your powers and 
the tracking down of the drug dealers. 

Wispy Vapours 

So the problems faced are numerous 
and unusual, a sure sign of an 
enthralling adventure. Even the sim- 


when you start the game you cannot 
pick anything up, as your arm is made 
up of the wispy vapours that make up 
ghosts' arms. This means that you find 
it impossible to pick anything up, very 
reminiscent of having no arms in 
Fish!, though you'll soon get used to 
only being able to carry one object. 
Recruiting other ghosts to help has its 
advantages too, as you'll need every 
soul you can get to gather all the infor¬ 
mation needed to complete your mis¬ 
sion and save Sarah. Interacting with a 
modem world is also a little different 
from the quasi-fantasy lands of Ingrid 
and Lancelot , for contending with such 
wonders as fuses and power switches 
can become quite mind-bending at 
times. 


Spirit 

The climax of the game - the con¬ 
frontation with the gang and the saving 
of your former sidekick - is undertaken 
only when you have manifested all 
your powers, and you will certainly 
need them judging by the assortment 
of problems that you are faced with. 
Just for starters, the third night starts 
with you looking up from your grave 
at a wild-haired priest who has been 
hired by the gang to exorcise you! 

And that doesn't mean he’s going to 
take you for a jog round the block 
either! The graphics that portray these 
scenes are reproduced in much the 
same way as in previous offerings 
from Level 9, but the artwork is com¬ 
pletely different. 


Darkness 

Pete explained that because the whole 
of the adventure takes place after the 
hours of darkness, the usual colour 
schemes were just not suitable. 
"Ingrid's landscape and characters 
were all twee and essentially cartoons. 
This time we were looking for eerie, 
moonlit pictures." The person they 
found to do this was Dicon Peeke, who 
lives on Anglesey. He has managed to 
include just over thirty graphics 
screens in the adventure, each one tak¬ 
ing up about Ilk of data, compressed 
onto the disk. On the larger 
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Ingrid III? 

"I think I was slightly 
more careful with my 
words", he answers, 
"What I actually 


computers, a cache is set up of about 
ten pictures and these can be swapped 
straight from memory. The number of 
screens that can be held in memory 
differs from machine to machine, but 
the time saved in disk access makes 
any storage a blessing. 


Haunting 

Scapeghost has taken over a year to 
produce, having been started in June of 
1988, but most of that time has been 
taken up with other things. This 
haunting game was finished around 
January of this year, but intensive 
playtesting and the move from Brack¬ 
nell to Southampton has thrown plans 
for a spring release completely. "The 
usual time that elapses between games 
is roughly nine months", I was told, 
"but we are usually working on about 
two other ideas and the market is 
changing." 


Sleepless Nights 
I asked him about this and how long it 
would be before Level 9 abandoned 
their current formula? It was a ques¬ 
tion that wrinkled his brow - and I am 
sure causes quite a few sleepless 
nights for other adventure houses too. 
Traditionalists turn white at the 
thought of an Infocom game with 
graphics. Text-lovers cringe at the 
thought of people actually liking the 
Sierra On-Line game format. And 
Sierra On-Line lovers wonder what all 
the fuss is about. So what was Level 
9's stance on this and how do they see 
their own development in the next nine 
months? 


Unusual 


He 


told 


Early 


me 


had 


games 


sen 


ous lack of memory, not much text and 
not much detail. The battle was to get 
as many puzzles and locations in the 
adventure as possible. As the gamers 
became more sophisticated, so did the 
games, and people began to be inter¬ 
ested in more unusual puzzles. But 
more importantly they wanted to be 
entertained. The programs began to 
handle all the bookkeeping, while the 
player got on with the game." So 
Pete’s standpoint is that if and when 
the need becomes necessary to include 
more graphics and less text, he will be 
ready to change his tactics. "I would 
rather go for putting animation on the 
screen rather than prettying the 
screen", he adds, keeping the name 
Infocom rather firmly out of the con¬ 
versation, but that is just his personal 
preference. The problem with graph¬ 
ics though is that things then have to 
remain constant. 


Magic 

"Not a lot of people notice in the text 
of the two Gnome Ranger games that 
Ingrid changes size quite a lot. In 
some parts she is only a few inches 
tall, while in others she speaks on a 
level with humans. If those games 
were animated, we would have to fix 
her size." Which would in some way 
spoil the magic of the character and 
also the viewpoint. To see a character 
on the screen does not really inspire 
great affinity with it, or any sense that 
this is you. In normal adventure sce¬ 
narios, all the graphics usually origi¬ 
nate from the character in the game. 
Rarely do you actually see yourself. 
"The problem of size is a bit like no 
one noticing that Adam West is strid¬ 
ing about Gotham City wearing an 
enormous black cape." These prob¬ 
lems aside, will there be another 
Ingrid? At the Adventurer's Club 
awards, I reminded him, he had 
said that there would be a third 
offering - reportedly called 
Gnome Free. 


said was that I would very much like 
their to be another Ingrid." Well jour¬ 
nalists are always looking for the 
headline and not the story, but pray 
continue... "We have a cover picture, a 
booklet and the outline for the game, 
but we will have to wait and see how 
Scapeghost goes down to make up our 
minds on that one. Let's say that we 
are not actively working on another 
Ingrid." And so for the record. Level 9 
are not working on another Ingrid. So 
what are they working on? If Gnome 
Free is one of the proposed next pro¬ 
jects, what is the other? 


Merry Men 

Robin Hood , I chanced? I had heard 
rumours that this was suggested as a 
follow-up to Lancelot. "Games seem 
to sell well when there is a tie-in, and, 
yes, this is a possibility too." But 
when the film of Erik the Viking is 
released at the end of this year, they 
will not be re-releasing their original 
game that was brought out just after 
the book of the same name a few years 
ago. 


Uniqueness 

Still whatever the eventual next project 
they will launch into, the Austins have 
in Scapeghost another very strong 
game which will cause serious ripples 
in the text adventure millpond of die 
past few months. This may not be to 
the liking of a few tastes, but the 
uniqueness of the character and situa¬ 
tions should prove unparalleled. And 
in the wake of the new graphic offer¬ 
ings, it may be a case of get them 
while you can! 


i 
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...AGENT TREVILLIAN... WHY ARE YOU RIDING AROUND THE OFFICE ON THAT MUSTANG WITH THOSE TWO SIX-SHOOTERS IN YOUR HAND... WATCH IT, THEY MAY GO OFF! 

They claim that this is 'a revolutionary new breakthrough in Inter-Active gaming', 
and it certainly is a brave concept to unleash on the computer marketplace. Here 
is a game that runs on all the most popular computer formats, but you wont be 
able to finish in an afternoon. Here is an on-going graphic adventure that comes 
through the post, but has nothing to do with mail order. Here is a strange amal¬ 
gam of interactive fiction, graphical war-gaming and strategy all mixed together in 
a Wild West game that offers you the chance to join thirty hopeful Cattle Barons in 
a fight for survival and ultimate election to State Governor. So is this a 'new gam¬ 
ing sensation' or a cantankerous old heffer? CONFIDENTIAL investigates... 



All of a sudden there seems to be a 
rash of brother partnerships cropping 
up all over the place. Last issue we 
covered Bloodwych with the 
Tagliones, this issue Jim Rainbird 
joins the Team to help with the flood 
of new members the Clubs have been 
dealing with since the start of Summer, 
and now we have Paul and Andy 
Smith, uniting to conceive and create 
something very different to whet the 
computer gaming world’s palate. I 
talked to Andy between the shelves 
marked 'Architectural Design' and 
'Sheet Music' in the dimly-lit backwa¬ 
ters of the Nottingham Town Library 
about himself and the emergence of 
Ranch Wars. Although he is careful 
not to term this game a Play-By-Mail', 
it does involve many elements which 
have been picked up from his postal 
background. 

It's A Crime 

"This is not the first game I have 
designed", he began, bringing me up to 
date with his gaming history, "and I 
had been playing PBMs even before 
that." The first game he did try was 
KJC’s It's A Crime, a pleasing jaunt 
into the world of tactical gang warfare 
in a vast city of street crime and mob 
bosses. A friend introduced him to 
computer moderated games and within 
a few turns he was hooked. But the 
game did not hold him for long. 

"After about ten turns, I began to work 
out all the ways of winning, from the 
tactics to the actual calculations and 
formulae used by the main machine. 
Then I started thinking that perhaps I 


could design something a little more 
complex." Having no real computing 
skills, he approached a programmer to 
turn his ideas into an actual game. 
Working in his spare time, while ba¬ 
soning on the technical side, a year 
passed and nothing really was happen¬ 
ing. Disillusioned with the whole 
idea, Andy found his problems sud¬ 
denly overwhelming him when the 
programmer decided to part company. 
The result was predictable; the game 
was abandoned and Andy turned back 
to the drawing board. 

Schoolball 

Having found the job of translating his 
first concept onto a computer a bttle 
ambitious, he decided to stick with 
something that he could do alone. The 
result was Schoolball, which was 
something akin to playing rugby, Aus¬ 
tralian Rules Football and American 
Football all at once in a ficticious fan¬ 
tasy world. The sports game was a 
resounding success for, without even 
the need for a single advertisement, he 
soon had too many people to handle 
and was encountering the same old 
story of long turnaround times and not 
enough hours in the day to do every¬ 
thing. Eventually Active Games took 
the game in the hope to computerise it 
and it should be appearing soon in its 
new format. Post-Schoolball blues set 
in until the genesis of yet another 
game. It was called Mobster and saw 
Andy return to a computer-related 
idea. Once again, this was lost in the 
parting of ways between him and 
another freelance programmer. 
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Mobster 

Unable to really settle down to 
redesigning Mobster for yet another 
programmer, Andy teamed up with his 
brother who, though still a bit in the 
dark about the actual coding of such 
games, suggested a new direction to 
their whole format. He suggested that 
instead of receiving turns that were 
written out in boring black and white 
on reams of fanfold paper, that perhaps 
it was conceivably possible to send, 
not written orders, but computer disks. 
Actually, it was most definitely due to 
the fact that he didn’t know too much 
about the practicality of what he was 
proposing that he in fact did propose 
it. Nothing like this had ever been 
attempted before (and to my or Micro- 
Genesis’ knowledge no one yet has), 
and the enthusiastic way into which 
they plunged headlong into the project 
is not far short of sheer insanity. Yet it 
did not stop there. The proposal of 
pictures to compliment the text turned 
to animation and soon the deep end 
into which they had been jumped was 
soon a veritable quicksand of prob¬ 
lems. 


Discussions 

Andy told me, "We began asking our¬ 
selves ’Wow, this is a great idea, but 
how will the game work and even, 
could it be done?’ So we went to a 
programming team and began with the 
basics, had discussions, drew up game 
flowcharts and the like, before setting 
out a complete schedule for the game." 
The schedule has recently been 
extended, which is not surprising when 
compared with the audacity of the sub¬ 
ject matter, but Andy has to admit that 
’it took a lot longer than they thought it 
would because it was so new'. 

Creation 

"The other thing was", he remarks, "it 
was much more involved than we had 
expected." And so starts another of 
Andy's digressions about the game, 
digressions that by this point in the 
interview were filled with open enthu¬ 
siasm for his creation. Just then I 
could easily imagine a god acting in 
exactly the same way. "The anima¬ 
tions, like the game, follow the sea¬ 
sons as things such as temperature 
affects the cattle. These were all 
added to the original flowcharts... 
These sorts of things naturally 
increased the development time." This 
created a situation where the game was 
sold to the public, who were told that it 
would be following. Andy has decid¬ 
ed not to commit any further dates at 
the time of speaking, suffice to say 
that all being well, it should be ready 
by the time that CONFIDENTIAL 
falls through the letterbox. 

One disk? 

So what does the game actually consist 


of? It was this question that its design¬ 
er was especially eager to answer fully. 
With anything that is a little different, 
there is always the problem that no one 
really knows what it entails. Well, 
who wants to send off money into the 
wild blue yonder? Well, for your 
money you get sent a disk... A disk? 

Is that all, I asked? Ah yes, but what a 
disk! 

Cattle Baron 

The ’rulebook' for entire game is held 
on the disk, lurking in the guise of 
your long-time pardner and handy 
foreman, Chuck Wagon. Chuck can be 
called up at any point in the game giv¬ 
ing you access to all the information 
that you will need. A resume sheet of 
the rudimentary workings of the game 
is included, just to get you started, as 
too is all the advice you need; all this 
through good of Chuck. Yee-har! 
Spit... (-toon). If he isn't already use¬ 
ful enough, he will also give you his 
valued opinion on which trails to ride, 
which railheads to sell at and just 
about any other part of the game where 
you could use his expertise. Yet this 
will only add to your inexperience at 
being a Cattle Baron, and not turn the 
game into a Let’s-Ask-Chuck' at every 
turn. 

Down On The Ranch 
The disk also contains an aerial view 
of your ranch and spread, including all 
your cattle, your corrals and right up to 
your perimeter fence. From here you 
can peer into your neighbours fields 
and see just what sort of things he's 
getting up to. One of these might be 
rustling your cows, but that's just the 
sort of problems you’ll be facing every 
day once you begin Ranch Warring. 
Scrolling from above across your 
humble farm, you can find out 
how good the land is, a direct 
indication at how many cows 
you can allow to graze on 
each area. And just for good 
measure, you can also have 
an exploded view of any part 
of your spread, from any one 
of the four compass direc¬ 
tions. This will show all 
your cows munching on the 
grass, getting nice and fat for 
market day or, alternatively, 
show them all being stolen by 
that cotton-pickin’ varmint 
who you used to give a 
neighbourly wave to over the 
perimeter wire. 

Governor 

There are over forty different 
options to explore on the starting 
disk, ranging from sending mes¬ 
sages to other players on the Pony 
Express (or general messages to all 
the players), to looking through the 
newspaper, to visiting the town and 


interacting inside the Saloons, shops 
and houses you find there. This brings 
me to the object of the game and what 
is expected of each of the players. In 
the opening sequences of die game a 
stagecoach comes into town and a 
pardrey alights, heading over to the 
foundations of a new church that is 
being built. As each Ranch makes 
more money from raising catde and 
sending them to the railhead markets 
to be sold, they can donate money into 
funding the construction of more 
buildings in the town. The church is 
the first, rising up to the Governor's 
mansion. Now this is where the strate¬ 
gy comes in, for someone in the game 
will finally be elected to State Gover¬ 
nor and the reason for donating money 
is to curry favour with the voters. 

After all, they are going to vote for 
whoever is seen as the biggest, most 
generous Baron around. And that 
might just as well be you, right! 

Lady Luck 

There is only one spurious action that 
can be taken in the town and that is the 
Gambling Wheel. This allows you to 
take a $10 stake and court Lady Luck 
for some big money. At least, with 
reservations. Andy told me, "Just to 
make sure that all the players don’t 
bankrupt themselves on their first 
move, the maximum stake per turn is 
ten dollars and if they lose that, or win 
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too much, they get thrown out." And 
I’m sure this is catered for in the ani¬ 
mation too. 

Gunslingers 

The game has been researched quite 
accurately, with every aspect I could 
think to question him about covered in 
enough detail to keep any High Chap - 
paral fan more than satisfied. Orders 
are typed into the computer via various 
entry screens, and these are not cast 
iron until you send them back to 
Micro-Genesis. So after playing about 
with the initial disk for a few days and 
typing in your orders, you put the disk 
back into its personal case and send it 
off. Here all the data is merged and 
the process begins to resemble any 
conventional computer-moderated 
game. Once the system has sorted out 
all the commands, gunslingers have 
been hired, cattle have been driven and 
suchlike, all the appropriate graphics 
and information are put back on the 
disk and whizzed through the post. 

The whole process takes about twenty- 
four hours. So for example, if you are 
blazing a trail to the nearest market¬ 
place and you get jumped on by the 
last of the Mohicans, this will be 
brought to your screen in full colour 
animated graphics, very much in the 
style of Sierra On-Line , with explana¬ 
tory text. 

Story-Board 

With your first disk you also receive a 
program known as the Story-Board 


Compiler. This grand sounding piece 
of software has a very simple purpose; 
to take all the animation sequences and 
store them to a separate disk so that 
they can be called back at any time - 
just like watching all the exciting bits 
of your favourite movie! In these 
graphics, you also have the option to 
choose which type of actions you wish 
to see, say all the rustling sequences. 
All-in-all, I doubt there could be a bet¬ 
ter way to experience running your 
own ranch, especially when you can 
do it in full colour right before your 
eyes. 

Yee-Har! 

To end the interview, I asked Andy one 
last question: Why did they decide on 
Ranch War si And his answer: "Well, 
when you decide on a game, you 
always know if it is going to work just 
by how many things you can think of 
doing. If you made a game up about 
working in a library, you can easily see 
how few things you could do. With 
the Wild West theme the range was 
nearly limitless. That was the initial 
attraction. I have worked for an adver¬ 
tising agency and a board game com¬ 
pany and have a good feel when some¬ 
thing is right. Ranch Wars has all the 
essential elements. It has conflict, 
strategy and interaction." Well, if you 
want something that is new and that 
will give you a good run for your 
money, I can only give Ranch Wars a 
big 'Yee-har!' 


RANCH WARS 
OFFER 


So you have read about 
the game. If you would 
like to participate in 
running your own Wild 
West Ranch, then Micro- 
Genesis have made us 
two very generous offers. 

The normal price of starting 
up in Ranch Wars is £9.95 + 
VAT, but they are offering 
CONFIDENTIAL readers the 
starting disk for £5.75 + VAT 
- or, you can send for a FREE 
start-up and pay the full 

8 rice when you send in your 
rst turn! 

Ranch Wars can be played on 
any of the foilwing disk-based 
machines: Amiga, Atari ST, 
Amstrad, Spectrum +3, Com¬ 
modore 64 (Disk only), IBM 
or any IBM compatible. 

Please direct any queries or 
correspndance to: Micro- 
Genesis, PO Box 1, Cropwell 
Bishop, Nottm. NG12 3GT. 



Diaiy Of An Adventurer - Aged 13 

4th June 1989: Dear Diary, isn’t life a pig. No sooner have I got the computer booted up and the Myth disk 
loaded than I run into big probs. It comes up with a message saying for me to put in my name and mem¬ 
bership number, which I did and then a password. I put in 'I luv Suzie'. Then it came up with an error mes¬ 
sage saying that I had done it wrong and I had to put it all in again. After three times doing this I was told to 
turn off my computer. I rang the Helpline. 

5th June 1989: Dear Diary, the man on the Helpline said I would find the two words I needed on the disk. I 
took it out the drive and saw them: MITCHELL0001 and BLUOTZ. I tried them and they still was wrong. I 
phoned the Helpline. 

6th June 1989: Dear Diary, the man on the Helpline said that the letter 'O' in my password was really a 
zero! I have just gone back to the keyboard and typed it all in.... and it works. But there are no graphics on 
my IBM PC. I phoned the Helpline. 

7th June 1989: Dear Diary, the man on the Helpline said that if I wanted graphics I would have to type: 
D0MYTH(space).\DISK1.PIX(space).\DISK1.PIX(space)/G or/N/G if I had no mouse. I did this and got 
graphics! Hoo-ray! Toady came around after that and we sat down to attempt to solve the adventure 
before Ricky. I bet he had no problems with his MegaST. He has now got three days head start. Then I 
really got mad and went at the game hammer and tongs. It's do or die, Diary. 

11th June 1989: Dear Diary, I have finished Myth before Ricky and have won Suzie-Sue's heart. It is a 
dream come true. He was still stuck on getting past the Hydra by trying to make a blow-dart out of the 
reed! Silly sausage. Still, the Summer holidays look pretty rosey now as I can start to enjoy myself. 

12th June 1989: Dear Diary, Suzie and me have had a row because she says I never take her out and all I 
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The Bestiary File 



THE HYDRA 


(Grossarticus Hydrant) 



SPECIES: Reptilian 
ORIGIN: Mythical 

DIMENSIONS: Length: 300 cubits. Breadth: 50 cubits. Height: 30 cubits 
(apparently there was only room for one in the ark!) 

DIET: Grecians 

HABITAT: Prefers hanging about before the gates to the Underworld 
POPULATION DENSITY: Unique 

GROUPING NUMBER: Being unique, the Hydra finds it very difficult to 
form a group 

LAIR: None recorded (At least, no one has ever been brave enough to fol¬ 
low this ferocious creature home) 

LIFESPAN: Infinite (The Hydra's immortality is only fabled though as no 
one has yet outlived the beast) 

LOCOMOTION: Hydras never dance (especially to Kylie Minogue 
records) 

REPRODUCTION: Frankly, this is impossible 
MATING SEASON: Well, she thinks about it every Christmas 
SOCIAL BEHAVIOUR: It is very difficult to socialise on your own 
COMMUNICATION: Her language consists of three hundred and 
eighty-seven growled adjectives for the sentence "Hello, how nice to see 
you" 

INTELLIGENCE: You could calculate her IQ on one finger (She, on the 
other hand, couldn't) 

The Hydra is a many-headed water snake of the Lemaean marshes in Argolis. It was the offspring of Typhon and Echidna and 
was variously reputed to have one hundred heads, or fifty, or nine. It was one of the twelve labours of Hercules to kill it, and, 
as soon as he struck off one of its heads, two shot up in its place. Hence Hydra-headed applied to a difficulty which goes on 
increasing as it is combated. The monster was eventually destroyed by Hercules with the assistant of his charioteer, who 
applied burning brands to its wounds as soon as each head was severed by his master. All this however is pretty much aca¬ 
demic to Adventurers in the Underworld, especially as they are carrying no torch or matches, have no charioteer and cannot 
get near enough to take a good swing at it. The only valid information that can be given at this time is that, the Hydra, though 
loving water, hates swamps, so if there are any nearby dive into them as quickly as possible and hide. Combatting asphyxiation 
and the smell is your own problem. If you have to attack - do it from a distance! 
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AGENT TREVILLIAN, WHAT ARE YOU DOING WITH THOSE HUNDREDS OF CARDS...ZORK? WHAT DO YOU MEAN, ZORK? DONT USE THAT LANGUAGE WITH ME... 

So what is Zork? Well, for the uninitiated, it is one of the most comprehensive, certainly the most 
purchased, set of adventure games ever. And I do not just mean what has now become known as 
the famous Zork Trilogy, but the nine individual adventures that are set in the Zorkian universe. 
Zork I: The Great Underground Empire started everything with a treasure hunt that reached far 
beneath the famous little white cottage. Zork n: The Wizard Of Frobozz continued the fine tradi¬ 
tion with another slice of the Empire's subterranean environment. And it all ended with Zork m: 
The Dungeon Master and a fateful meeting beyond the Land Of Shadow. Or did it? Well, no. 
Unable to let the Empire fall there. Enchanter, Sorcerer and Spellbreaker conjured another trilogy 
as you set off with four puny spells against the might of an Evil Warlock (capitals intended). In 
addition to these, there are the sequel and prequel of the original Zorks - Beyond Zork and Zork 
Zero (Footnote #1) - which dealt with the post- and pre- history of the GUE. And the ninth and last 
adventure? Well that was Wishbringer, an introductory helping of Zork, which was set on Festeron 
on the island of Antharia in the heart of the Kingdom of 9uendor. To celebrate the wonder and 
magical power of this crazy land, we have pulled together all the information we could find and 
present a very small part of it in our own look at Infocom's achievement in... 





Footnote #1: As opposed to Before Zork. 
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Some Excerpts Prom The 

Encyclopedia Probbozzica 


P reface 

"The Kingdom that is now known as 
the Great Underground Empire was 
created by the seventh King of the 
Flathead Dynasty, Lord Dimwit Flat- 
head (ruled 770-789). Nearly a centu¬ 
ry after the death of King Duncan- 
thrax, his great-great-grandfather, 
Dimwit ascended the throne and 
instantly became not only its most 
colourful master, but also the single 
worst ruler the Empire had ever pro¬ 
duced...” 

His vanity meant not only the renam¬ 
ing of numerous places throughout the 
Kingdom (for example. The Great Sea 
became The Flathead Ocean, the small 
town of Aragain became Flatheadia, 
the southern section of The Gray 
Mountains became The Flathead 
Mountains, etc...), but also the entire 
Kingdom itself. Gone was the Land of 
Quendor to be replaced by the Great 
Underground Empire (Footnote #2). 
Our map of this vast area has been 
pieced together from all the references 
we could find and is most doubtedly 
crawling with inconsistencies - the 
ocean for a start is far wider than 
shown - yet it does give a reasonable 
picture of the lands hitherto only men¬ 
tioned in the text. For the moment 
anyway it will suffice its purpose; to 
illustrate the following passages detail¬ 
ing some of the aspects of life in Zork. 
And so in true Zork ian alphabetic tra¬ 
dition, let us start with... 

history 

The Pre-Dimwit Years 

Life before Dimwit was peaceful and 
fairly uneventful. Kings were 
crowned, ruled and died with a clock¬ 
work regularity that became almost 
monotonous by the late 600's. Enthar- 
ion the Wise united the Kingdom of 
Quendor of the Westlands and began a 
dynasty that lasted for six hundred and 


fifty-nine years. Sense and a total lack 
of excessiveness reigned, at least for 
the majority of the time, and even 
when King Duncanthrax was crowned 
in 659 GUE, thus beginning the Flat- 
head dynasty, things did not really 
change too drastically. Soon the popu¬ 
lous began to think that life would 
always be this way. How wrong they 
were. 


The Rule Of Dimwit Flathead 



In the seventieth year of the eight cen¬ 
tury, Lord Dimwit Flathead was 
crowned, marking a time when the 
Flathead name was to be dragged 
through a slime of misrule that would 
taint the family forever. Magic, which 
had by then undergone a stark decline 
in the earlier years, saw a sudden 
resurgence. Unchecked by the flam¬ 
boyant ruler, things began to get out of 
hand. 

The Eastern shore was virtually unex¬ 
plored when Dimwit decided that he 
much preferred it to the Westlands 
(Footnote #3). After this decision, he 
turned all the resources at his disposal 
(and virtually all the Kingdom's 
money too) to the exhaustive digging, 
tunneling and general hollowing out of 
several thousand square bloits-worth 
of cavern space. Taxes rose to ninety- 
eight per cent to cover the cost of this 
costly endeavour and other extrava¬ 


gances such as building his castle to 
such a size that it contained its own 
forest, mountain, desert and access via 
huge Underground Highways to every 
other part of the Empire, were soon 
almost commonplace. The economy 
reeled, as did the heads of his advisors. 
And his excesses did not stop there. 
There was the destruction of almost all 
the forests in the Fublio River Valley 
to build a vast nine-bloit high statue of 
himself (Footnote #4), the constructing 
a vast lake within the cellars of his 
castle just so that he could go sailing, 
the starting of a custom that every fifth 
day of the week (appropriately 
renamed Birthday) commemorated his 
birthday and everyone in the Kingdom 
had to give him a present, and his 
final, but uncompleted, pinnacle of 
excessiveness, the planned construc¬ 
tion of a new continent in the middle 
of The Flathead Ocean in the shape of 
his own features. Fortunately, he died 
before this particular dream could be 
completed (much to his architect's 
relief) and, like all happy endings, the 
reason behind his death was entirely 
his own fault. 

Having basically destroyed the lands 
he had come to rule - for a reason that 
could have easily been averted if only 
for the timely invention of the umbrel¬ 
la - Lord Dimwit not only sealed his 
own fate, but the fate of the entire 
Empire. His statue, which could prob¬ 
ably be seen from just about anywhere 
east of Antharia, did happen to be built 
in a rather unfortunate place. Well, to 
be completely truthful, the actual stat¬ 
ue’s positioning was fine where it was 
(as long as you don't count the wood 
nymphs in your opinion poll), but it 
was the statue's big toe that caused all 
the problems. 

Megaboz the Magnificent was pretty 
powerful as Wizard's go. He could 
rend the very fabric of time and space 
with his little finger, he could summon 
brogmoids at a whim and bind demons 
in his bathroom. Yet when you have 
ultimate power at your command, you 


Footnote #2 : The name GUE was a strange title to bestow upon Quendor, especially when half of it is not in the slightest underground. 


Footnote #3 : Actually this is only partly true. Lord Dimwit did indeed prefer the Eastlands to the West, but the actual reasons behind this pref¬ 
erence was not revealed until after his death in 789. The truth of the matter was that one of the recurring problems associated with having a flat 
head is that when it rains, you are left with embarrassing puddles on your pate. Of course, this fear of rain was completely abated when Lord 
Dimwit decided to live all the remaining years of his life underground. A simple solution, sirrah! 

Footnote #4 : The bloit is the Empire's most common unit for measuring distances. The bloit is defined as the distance the King's favourite pet 
runs in an hour. As the discerning reader can tell from the definition, the length of the bloit changes dramatically from ruler and ruler (Rarely 
more dramatically than in 619 GUE when Bizbo IV, who adored his wildcat, died and was succeeded by Mumbo II, who was equally fond of 
his very, very ancient turtle). Land is usually measured in square bloits. 

Footnote #5 : This is all covered quite adequately in Zork Zero . 
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do tend to get a little bored with it all. 
Megaboz himself decided to adopt the 
life of a hermit, casting aside all his 
worldly gains and sitting out his days 
in a cave just on the edge of the Fublio 
Valley. There he whiled away his 
hours in simple tasks - and slowly life 
got better. Until of course a big stone 
toe was dropped on his humble home 
and he was forced to flee. And the last 
thing he saw as he took flight was the 
stem (if flat-headed) features of the 
King himself gazing down upon him. 
His revenge was instantaneous and 
complete. Appearing at a typical gath¬ 
ering of a few of Lord Dimwit’s 
friends, Megaboz strode out from a 
cloud of billowing smoke and stood 
letting his robe and cap crackle with 
magical energy. Then he spoke The 
Curse. The rest is a mystery, suffice to 
say that the court magicians averted 
the disaster for ninety-four years. 
Unluckily, Lord Dimwit did not sur¬ 
vive the shock or was it from eating 
too much roc teriyaki (Footnote #5)? 

(geography 

The problem with any accounting of 
the Zorkian geography is that there are 
certain natural, and many unnatural, 
phenomenon which do take rather a lot 
of explaining. The climate seems to 
be fairly ordinary for any set of conti¬ 
nents in the northern hemisphere (ie. it 
gets hotter to the south and colder to 
die north), although there are excep¬ 
tions. Take, for example, the Jungles 
of Miznia in the Westlands, Blood¬ 
worm capital of the GUE. This 
springs up just south of the huge 
prairie land known as the Fields of 
Frotzen and just north of a snow- 




crowned village surrounded by Christ¬ 
mas Trees! To be quite honest, the 
town’s location is slightly erroneous as 
its owner, due to hay fever problems, 
keeps moving it to more suitable cli¬ 
mates. The troglodytic Eastlanders are 
pretty much saved from these eccen¬ 
tricities having no such problems as 
weather or climate or cubic inches of 
rain to measure. They are spoilt with 
the normality of their mountains, 
which actually have snow on them. 
Skiing in The Gray Mountains is on of 
the most popular holidaying resorts, 
promising white crisp snowfalls all 
year round. Well, that’s not really true 
either, as the temperature in the north¬ 
ern ranges can get as high as 57 
degrees Q (Footnote #6), and so snow- 
makers and other bizarre contraptions 
have to work non-stop to keep the ski 
lanes open. 

The Great Sea, sorry, Flathead Ocean 
also has a few strange qualities, as it 
disappears underground just next to 
The Shadowlands. This awkward 
trend is very difficult to define, and is 
even more difficult to imagine. Port 
Foozle, the busiest in the Empire, sits 
upon the Frigid River just north of 
this, scant steps away from the caverns 
that burrow deep into the subterranean 
land that Dimwit constructed. 

By far the most disturbing quality of 
the world that has just recently been 
discovered is that it is carried atop the 
shoulders of an enormous brogmoid 
(Footnote #7). This hitherto mere the¬ 
ory of the religious Brogmodists of 
Zork has forced geologists and scien¬ 
tists quite a few headaches, not to 
mention late nights at the office, trying 
to rethink their calculations and equa¬ 
tions that form the basis of the entire 
laws of the universe. After facts like 
this become apparent, the topic of 
geography on any scale promptly loses 
all sense of proportion. 

Plora 
& Pauna 

Taking a look down the list of crea¬ 
tures that crawl, fly, stomp and ooze 
their way around the kingdom is 


enough to make David Attenborough 
eat a gorilla. The diversity and struc¬ 
ture of the animal kingdom, even with 
the excuse of magic, has to be seen to 
be believed. Quite a few guidebooks 
have been written on this subject 
(Footnote #8), all being at the least 
incomplete, and at the most wildly 
inaccurate (Footnote #9). With this in 
mind, let us pass swiftly over a few of 
the more stable creatures that are 
encountered along the average adven¬ 
turer's path. 

The Grue 

The Grue is a sinister lurking presence 
in the dark places of the earth. Its 
favourite diet is adventurers, but its 
insatiable appetite is tempered by its 
fear of the light. No Grue has ever 
seen the light of day; few have sur¬ 
vived its fearsome jaws to tell the tale. 

The Dornbeast 

Smart adventurers run the other way 
when they hear "Hurumph!", die batde 
cry of the deadly Dornbeast. Its sixty- 
nine sensitive eyes can paralyze an 
unwary explorer with a single glare. 
Captured victims are plastered with 
round sticky secretions which never 
come off. 

The Yipple 

The Yipple is a master of disguise, 
able to alter form to match its sur¬ 
roundings. If disturbed in the wild, 
some Yipples may bite. They make 
wonderful pets but should never be 
allowed to rest in the cookie jar if 
guests are expected. Yipples are vio¬ 
lently allergic to many kinds of animal 
wastes. 

The Lucksucker 

Lucksuckers feed on good fortune. 

Part physical entity, part mental phe¬ 
nomenon, the sucker’s appearance is 
based on the laws of probability and 
they change without warning. Good 
luck charms provide only a temporary 
shield against attack. 

And now onto the vegetable (and not 
so vegetable) world: 

Moss Of Mareilon 

First classified in 843 GUE by Thwack 
of Mareilon, this soft, pale fungus 


Footnote #6 : For those of you who are unacquainted with the Zorkian temperature ratings, 57 degrees Q is the sort of weather where you could 
anti-TINSOT a glurz at fifty paces. Just thought I'd make that clear. 


Footnote #7 : In rare cases, these squat creatures can achieve the intelligence level of a three-year-old human. Domesticated brogmoids are 
tame and can even be taught to perform simple tasks. In the wild they can be seen in huge packs sorting through rock piles for edible rocks. 
Brogmoids, it goes without saying, live considerably longer in captivity. Some people worship these idiotic creatures and their religion is called 
Brogmoidism. 


Footnote #8 : Aren’t Footnotes fun! 


Footnote #9 : This is mainly due to the fact that many animals, once they find themselves classified in the local library, promptly evolve into 
something completely different. 

Footnote #10 : Part sheep, part hippopotamus, the hungus builds its nest in jungle swamps and other hot places. Normally docile and eager to 
avoid conflict or activity of any kind, the hungus is fiecely clannish, and will instantly charge at anything that dares to threaten its kin. 
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thrives in underground tunnels and 
public toilets. When squeezed the 
moss releases an invisible cloud of 
spores which improves the dexterity of 
laboratory rat-ants. Its effects of other 
species is uncertain. 

Morgia Root 

It is a rare Enchanter who does not 
carry Morgia Root to gnaw on during a 
long journey. The mint-flavoured 
juice improves stamina, slakes thirst 
and conceals bad breath. In domestic 
applications, Morgia Root is often 
baked into pies and makes an excellent 
platypus stuffing. 

Compass Rose 

The stem of this rare annual always 
droops in the direction of the prevail¬ 
ing wind. Rumours that the compass 
rose can actually control the wind are 
hotly denied by the Guild of Meteorol¬ 
ogists, who harvested the species to 
the brink of extinction in the Rose 
Riots of 811 GUE. 

Spenseweed 

The healing virtues of this common 
roadside plant are well documented. 
Although it is safe to eat, spenseweed 
is most effective when applied directly 
to wounds as a salve. Avoid cheap 
commercial preparations, which may 
contain artificial colouring and preser¬ 
vatives. 

Even from this short expedition into 
the flora and fauna of the Kingdom, 
life is tough for anyone who leaves the 
relative safety of their homes. Nature 
has come a long way since the world 
began, and its bizarrity seems set to 
continue for many centuries to come. 

R eligion 

And so onwards, we change subjects 
from the ridiculous to the sublime. As 
we have previously seen in the case of 
the Brogmoidists above, the religious 
state of the Empire is as warped as 
most of its other aspects. When not 
being taxed for all but two zorkmids 
out of every hundred they earn, or 
being trampled by stampeding herds of 
Hungi (Footnote #10), or having their 
willies scared out of them by the vari¬ 
ous goings on around them, the citi¬ 
zens turn to religion for comfort and 
solace. And what do they find? 

Well, the religious system is sadly 
lacking in any omnipotent ruler and all 
developments in the world seem 
shared between a set of gods who 
manhandle the world through its vari¬ 
ous stages with nothing short of clum¬ 
sy malice. A full set of saints have 
been imposed, probably to hide the 
fact that there is not firm religious sys¬ 


tem available for them to hang onto. 
Yet if it would appear that these 
patrons are the rocks of religious faith 
that the people cling to, this is sadly 
not the case. Saint Honko is a good 
example, the patron saint of people 
who play odd musical instruments. 

CDagic 

In a way, the open practice of magic is 
a substitute for religion. The free use 
and acquisition of scrolls, wands and 
teaching from any one of the local 
chapters of the Enchanter’s Guild 
could not be simpler. All you require 
is a modicum of intelligence, a few 
spare zorkmids and a pointy hat. The 
rest is out of your hands. Once, in the 
reign of King Duncanthrax, magic got 
out of hand and tight laws were 


imposed to keep this potent force in 
the hands of those who could control 
it. Thaumaturgy (Footnote #11) then 
became very elitist and after Duncan¬ 
thrax set the ’Unnatural Acts' in 672, 
this eldritch art was not seen again 
until after Lord Dimwit came to power 
over a hundred years later. The reason 
for this increase in magical awareness 
cannot however be credited to 
Dimwit's crowning. It began because 
of a discovery made by a little known 
Enchanter in the year before His 
Supreme Excessiveness had even 
begun to plan his eighteen month coro¬ 
nation ceremony. His name was 
Berzio; his dog Gnusto, and he.... ah, 
but space is running out - perhaps if 
the response warrants we will travel 
back to the Kingdom of Zork again. 
But for now, the Encyclopedia 
Frobozzica shuts... 



fimeline 


0-41 Rule of Entharion the Wise 
41-55 Rule of Mysterion 
55-398 Rule of Zylon the Aged 
398423 Rule of Zilbo I 
423429 RuleofBozbol ^ 

429451 Rule of Zilbo E 
451477 Rule of Harmonius Fzort 

473 Bizboz writes "On The Pres¬ 
ence Of Incredible Weird Stuff." 

474 Signing of Treaty of Znurg 

475 Bizboz's driven to suicide 
477481 Rule of Bizbo II 

481 -545 Rule of Thaddium Fzort 
545-569 Rule of Mumbo I 
569-575 Rule of Bizbo m 

>575-619 Rule of Bizbo IV - x - 

619-628 Rule of Mumbo II \ 

628-659 Rule of Zilbo El 
656-688 Rule of Duncanthrax 
660 King Duncanthrax moved 
the capital from Largoneth to Egreth 

665 Battle of Griffspotter 

666 Duncanthrax discovers the 
Underground Caverns of the Eastlands 
666 The Diablo Massacre 

668 Formation of the Frobozz 
Magic Construction Company 
668 Formation of the Frobozz 
Magic Cave Company at the behest of 
King Duncanthrax 

672 King Duncanthrax writes the 
"Unnatural Acts" 

688 Death of King Duncanthrax 
688-701 Rule of Belwit the Flat 
691 First Double Fanucci Cham¬ 
pionship held 

699 First zorkmid printed 
701-727 Rule of Frobwit the Flatter 
723 Creation of the Magic Wand 
727-738 Rule of Timberthrax Flat- 
head 

732 Founding of the Frobozz 
Philharmonic Orchestra 
738-755 Rule of Phloid Flathead 
755-770 Rule of Mumberthrax 
757 King Mumberthrax pro¬ 
claims Double Fanucci the National 
Sport of the Empire 
769 The Enchanter Berzio dis¬ 


covers the Gnusto scroll (named after 
his dog) 

770-789 Rule of Lord Dimwit Flat- 
head the Excessive 

770 Lord Dimwit began building 
castle in Aragain (renamed Flatheadia) 

771 Lord Dimwit moved the cap¬ 
ital from Egreth to Flatheadia (former¬ 
ly called Aragain) 

773 The Endless Fire of Mareilon 

started 

111 Royal Museum dedicated - 
789 Death of Lord Dimwit Flat- 
head the Excessive 
789 Megaboz vanishes 
781 Work began on the building 
of the four hundred-storey FrobozzCo 
International headquarters 
783 Building of the Flood Con- / 
trol Dam #3 completed rf 

789-813 Rule of Loowit Flathead \ 
789 Battle of Ragweed Gulch i 
789 Death of Stonewall Flathead 1 
811 The Rose Riots A 

813-843 Rule of Duncwit Flathead 
841 Elvis Flathead's first concert 
843-845 Rule of Barbawit Flathead 
845-881 Rule of Idwit Oogle Flathead 
865 The Granola Riots 
873 Lester Foozilbarmumboz 
writes "The Great Underground 
Empire On Nine Zorkmids A Day." \ 
881-883 Rule of Wurb Flathead 
883 Wurb Flathead sent call to 
help save the kingdom from The Curse 
Of Megaboz 

896 Froboz Mumbar wrote "The 
Great Underground Empire : A Histo- 

ry- M 

897 Filming of "Beach Blanket 
Fanucci" on Flathead Beach near Port 
Foozle 

910 Belboz became GuildMaster 
of the Accardi Chapter of the 
Enchanter's Guild 

927 Invention of the Time Travel 
Spell 

952 The evil giant Amathradonis 
slain by Belboz the Necromancer 


y 


Footnote #11 : Thaumaturgy is the working of miracles. 
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...AGENT CANNON, I HEAR THAT YOU ARE LEAVING US... WELL THIS PRESENT CAME FOR YOU... OF COURSE YOU CAN OPEN IT NOW... 


Well yes, this is true. I, Agent Cannon, intrepid dustbin-hunter for the CONFIDEN¬ 
TIAL Personnel File, have decided to hang up my magnifying glass and tweezers 
and go my own way. It is a sad fact, but one that cannot be avoided. What? You 
want to know the reason why? Well, it's obvious really. Having survived this job 
for the past six months, I think that I am pushing my lucky streak and just have 
to get out while the going is good (and I'm still in one piece!). Still, it was a good 
leaving do; me with a bottle of champagne in each hand and dressed in my Hawai¬ 
ian beachwear that The Boss had bought me. And now this surpirse present. What 
does it say on the box? 'From An Official Secret Admirer'. How nice. I wonder 
what's inside? Oh, it's a cream bun... How thoughtful... Hey, why is it ticking...? 


The Personnel File Presents... 

JOE DEVER 



How did you begin your long 
involvement with fantasy? And 
where did this interest in fantasy 
stem from? It all began when I was 
about seven years old. I was a fan of 
the Look & Learn comic strip called 
The Rise and Fall of the Trigan 
Empire . With my friends I used to set 
up battles using Airfix Roman sol¬ 
diers, pretending that they were the 
characters from the comic strip. We 
used a simple method of fighting - 
throwing marbles or tennis balls was 
about the limit of the rules - until I was 
given a book called War Games by 
Donald Featherstone. Then the games 
became a bit more sophisticated. 

Did you ever want to channel your 
hobbies into a career? Or did you 
want to do something else entirely? 
I’ve always channeled my hobbies into 
my career! My career began in the 
music business, first as a session musi¬ 


cian and then as a recording engineer 
with Virgin Records. It was through 
this that I discovered the world of fan¬ 
tasy gaming. I met a chap who was 
opening a games shop in Oxford 
Street, specialising in fantasy and sci- 
fi role-playing games, so I turned my 
back on the music business and went 
off to manage the shop. There I met 
Gary Chalk and by the summer of 
1983 I was working with him at the 
London Games Workshop inventing 
games. That led onto the Lone Wolf 
books. 

What do you enjoy most about your 
life/lifestyle? Self-reliance, indepen¬ 
dence, and the amount of , quality-time , 
I get to spend with my kids. 

What would you like to be doing in 
life if you had the choice? Assuming 
I no longer needed to actually work for 
a living, I’d be spending more time 


actively promoting the worthy causes I 
support, such as Greenpeace and 
Amnesty International. 

What books, films, television, etc. 
would you say influenced your style? 
What particular scenes stick in your 
mind? I have mostly been influenced 
by J.R.R. Tolkien, Michael Moorcock 
and Robert E. Howard. The detail and 
history of Middle Earth inspired me to 
create my own world of Magnamund. 

What to you constitutes a hero? 

This is a question I've considered for 
some time. Here are a few of my con¬ 
clusions: 

(i) A hero is one who risks everything 
- and succeeds. 

(ii) A hero is a model of the past, 
bound to the present to create the 
future. 

(iii) Heroes are always perceived in 
the past; there are no living heroes. 

(iv) Heroes are human because they 
seek to be more than human. 

(v) Civilised societies which resist 
change lack heroes. 

(vi) Men need heroes more than heroes 
need men. 

Where did the Lone idea come 
from (both in concept and as a 
gamebook)? Anyone running D&D 
games always finds themselves creat¬ 
ing a world for the characters to 
become a part of. I invented my own 
myths, legends, heroes and villains and 
the only difference between me and 
anyone else is that I had a real chance 
to use it. 

Do you see yourself as the Lone 
Wolf! Is it a character you identify 
with? Not particularly, although I do 
identify with the character to a certain 
extent. When I’m writing Lone Wolf 
adventures I always have the reader in 
mind. 

If they made a film of your books, 
who do you see playing the part of 
Lone Wolf? The first ’face’ that 
springs to mind is Michael Praed, the 
guy who played Robin of Sherwood in 
the first Yorkshire TV series. I think 
he’d be perfect, although because of 
his subsequent work in the US in 
Dynasty, I doubt he’d take it on. Sec¬ 
ond choice would be Tom Cruise (but 
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we'd have to do something about that 
American accent!). 

Where did the ideas and settings for 
Sommerlund and the land of the Kai 
come from? Are they based on any 
historical time and/or place(s)? 
Sommerlund is based roughly on a 
mixture of two lands and cultures: thir¬ 
teenth century England and eleventh 
century Denmark. The initial idea 
which sparked off the creation of the 
Kai Lords was have an eastern Samu¬ 
rai warrior caste transposed to a north¬ 
ern European medieval setting. I then 
developed the idea that they were 
imperfect instruments of a Good god 
(Kai), sent to protect the world from 
champions of Evil who threatened to 
overwhelm it. The idea that they were 
not ready to fight these evil champions 
gives a great amount of scope for hero¬ 
ic action on behalf of the Kai! 

With the appearance of The Leg¬ 
ends Of Lone Wolf nowels, will the 
series of gamebooks go on any fur¬ 
ther? Or do you see yourself getting 
more involved in the straight fantasy 
type books? Is this symbolic of your 
style maturing? Or just the next 
step? Both! There has been a mas¬ 
sive demand for more adventures from 
Lone Wolf fans all over the world since 
the completion of books 1-12. In 
response to this demand I am currently 
writing the first of the Lone Wolf 
'Grand Master series, entided The 
Plague-lords ofRuel. The Grand 
Master series will comprise 8 books 
(LW13-20). Initial response to the 
first two Legends novels has been 
excellent. Consequently, John Grant 
and I will be continuing to write and 
develop this series. Legends book 3 
(The Sword of the Sun ) is published in 
October; Legends 4 (Hunting Wolf) 
will be released in March 1990. 

How did Lone Wolf become a com¬ 
puter game? Was this something 
(again) that you saw as a natural 
progression? I was approached by 
Peter Calver of Audiogenic. He’d 
noted how well Lone Wolf was selling 
was proposed the idea of a computer 
game. After meetings with his pro¬ 
grammers a contract was drawn up and 
the project got underway. Subsequent¬ 
ly I’ve been involved in creaung set¬ 
tings and wridng the text for the 
adventures. Audiogenic have recently 
bought the rights to Freeway Warrior 
too. 

Were there any problems in taking 
the character that was usually 
played by the reader and putting 
him on the screen? Or any other 
problems in converting the charac¬ 
ter from page to screen? Not really. 
The description of Lone Wolf were 
taken from the novels and the screen 
character was based on that text. For¬ 


tunately, Lone Wolf as a character, and looking for something to rival Steve 

his world, are now well documented Jackson's F.I.S.T. telephone game, 

that I think the designers found it very Stephen had noticed that my Lone 

easy to create the screen character and Wolf books were everywhere in the US 

depict his world. and, after a few enquiries, he tracked 

me down and, as they say in Sicily, 'he 

Does it enhance or detract from the made me an offer I couldn't refuse’, 

mysterious figure of Lone Wolf? 

Why? I think the guys at Audiogenic What other computer games do you 

have done a great job. The computer enjoy? Reasons why? My favourite 

game was based loosely on Castle is Heroes of the Lance , the AD&D 

Death , the seventh Lone Wolf game- adventure from SSI. The game is fast- 

book, which is a gothic/horror/fantasy moving, full of action and great fun to 
adventure. They’ve managed to por- play. The graphics (amiga version) are 

tray the castle in all its sinister gloiy excellent, it sounds good and the 

and, bearing in mind that it's principal- design is faultless. Others I enjoy 
ly an arcade game, they’ve also man- include Outrun, Pool of Radiance and 

aged to convey the 'what-on-earth's- War In Middle Earth. 

going-to-happen-next' feeling of the 
gam ebook. 

And why was the PhoneQuest series \ 

launched? How did this come 

about? I was approached by Stephen c=> x^ 

Kirk of Broadsystem Ltd. He was cs. 
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)r /A/v Between 

/AAf ^e Norl 

Sea to the 
north and the 
Cape of Roal to the 
y south lies the Holy 
| v 7 Province of Cal- 
? vana. It is a land of 

r order and of wor¬ 

ship; a society dom¬ 
inated by the whip of reli¬ 
gion and the thorn of 
, prayer. The history of Cal- 
f vana is a long and sprawling 
affair, reading like a chronicle 
of some considerable depth 
and scope. Imagine a land 
grown too small for its people 
and an Emporer who is faced 
with a population that feels 
trapped within its bounds. 
That land is Melgorthia, a 
( place where there is trouble 
and disturbance throughout all 
levels of its community. 
Cybaliar CCLIII was left with 
no choice other than recoloni¬ 
sation of lands all across the 
world of Earsha. So he held 
council with Rishenna, ’the 
benevolent father of all 

life', and through ^ 

His guidance 
sent his peo- 
pie to 
) create 
f new 
homes in 
the place 
known simply 

as 'Calvana'. 

But they had been there^ 

^Calvana is a play- 
by-mail game of Kllpfl 
unparalleled depth 
and offers the true 
role-player a 
unique world in 


<•-< ,o ’SSu ^>4. 

Its creation is a 
true work of art and will 
appeal to anyone who thinks 
that similar games in the genre are 
shallow and limiting. Hand moderated 
games should only be limited by their 
setting and the player's imagination; if 
a player is intelligent and thorough, 
the game should give up its inner 
secrets as they push the games master, 
but conversely, it should also try not to 
swamp those among us who require 
simpler things. Escapism shouldn’t be 
a bottomless well to be swallowed up 
inside, but a whole existing cave sys¬ 
tem that you can have a great deal of 
fun exploring - even to the point of 
digging out your own tunnels - but 
which, if you just want to scratch the 
surface, will not flatly refuse to com¬ 
ply. Not everyone wants to build 
mountains, but for those of us that do, 
Calvana can surely not be bettered. 

There are for a start no actual rules and 
the whole game is supported by an 
exhaustive Sourcebook that eases the 
player into the strange and uneddify- 
ing world of Calvana. This covers all 
the information that will help you live 
in this imaginary land. Yet reading 
through the reams of subjects you get 
a nagging fear that at any moment you 
are going to realise that this is not 



imagi- 

nary at all ^ 

- and instead 
that you are 
reading about a 
completely separate 
society, somehow \&Tx\ 
accessed from our W 

own. Topics includ- ^ 

ed range from geography to \ 
history, from religion to pol- V 
itics; and gives the player h r - 
the option to read whatever 
they feel applies to their rA 
persona. If they believe that K 
they are going to play a pig 
farmer, then they may read Ik 
the chapters of animals and ^ 
the surrounding countryside, £ 

but completely ignore all the 1 

matters of government that V 

they would not have any \ 

cause to know. A governor 
on the other hand could r? 

probably do the opposite. /j 


For the uninitiated, Cal- x 
vana will be a big step 
in the dark, appealing 
to those who pre- 
fer to feel the 
reality of the 

Bp game, rather 

" than forget it. Every 
character is basically a work 
of art, and his or her cre¬ 
ation is something that no 
one should undertake light¬ 
ly. The Sourcebook tells its 
own story when it says: 
"Calvana will, we hope, 
provide an ideal environ¬ 
ment to promote certain 
aspects of gaming, such 
as thought and role- 
playing. These two 
, \ areas are not concen- 
\ trated on to the exclu- 
* \ sion of others, but 
* are definitely an 
important feature. This 
environment has been 




A LOOK AT THE FANTASY ROLE-PLAYING PLAY-BY-MAIL THAT IS 

CALVANA 
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pro¬ 
duced 
through 
carefuldesign, 
attention to detail 
and a determined 
H j effort to avoid the 
7 usual fantasy gam¬ 

ing cliches. To 

r fully appreciate 

Calvaria's depth, 
characters should be 
designed with similar con¬ 
siderations." Taking on an 
imaginary person is a challeng¬ 
ing pastime, but very reward¬ 
ing in a game where you do 
not feel restrained and bogged 
down with rules. In life, the 
only true rules are those stipu¬ 
lated by morals, society and 
the laws of physics. Calvana 
is the same. 

The game is played in the stan¬ 
dard format - the games master 
sets the scene of where the 
character starts and sends the 
information to the player, who 


1 v n K 

responds by 
writing out what then- 
responding actions are and 
what they want to do in the imme¬ 
diate future. This is then returned in 
the post and so the process continues. 
It is very much like having your own 
on-going book, in which you are not 
just an impartial observer, looking on 
as the hero or heroine gallops from cri¬ 
sis to crisis. In this, you say how you 
will react to each situation, how you 
will speak and interact with the many 
peoples of the land and how you will 
shape your destiny. The end goal is 
not set (or should not be set if there is 
any sense in the games master's head), 
and no one should know where every¬ 
thing is heading. 

The sample tumsheets laid out below 
show just how this works in practice, 
with the hand-written piece being from 
the player and the typed return sheet 
from the games master - the 'god 1 
behind the world. Basically this illus¬ 
trates the difference between the 'what 
I want to do' with the 'what you actu¬ 
ally get done' reply. 

Beyond this, Calvana is very much an 
experience. If you are finding role- 
playing on the computer a little bit 
lacking in zest and originality (or you 
are finding that the words 'Role-Play¬ 
ing Game* on the front of the box 





pack- Vv 

aging \Vv 

means that 
you have a 

choice of races at i 
the start of the I 
adventure), then 
move up to some¬ 
thing a little more 
mentally challenging. 


If you have ever thought of J 
writing a book and never 
thought youm were good r 
enough, he's the next best r 
thing. ^ 

Tertium Games are the peo¬ 
ple behind Calvana and they 
can be reached at: 81 Coldy- 
hill Lane, Scarborough, 
North Yorkshire, Y012 
6SE. At time of press there 
are no places in the game, 
but writing to the above ' 
address will reserve you a 
place. \ 
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..AH, HERE COME'S AGENT ARGENT ARRIVING FOR HER FIRST DAY AT WORK... <MJSE>...OH, HER CAR EXPLODED... TREVILLIAN, GET ME THE RECRUrTMENT AGENCY ON THE LINE... 

It seems that the war is over. Graphical adventures have won the day and text is 
just a 'nicety' to keep the die-hards happy. Or is it? Agent Lockwood faces up to 
the future of adventure games in a look at Infogrames latest offering and tries to 
explain the transistion from words to pictures in... 


THE 


-URAL 


REVOLUTION 

W ILL ICONS ONE DAY RULE? 



Gone, it seems, are the days when 
adventurers were confined to worlds 
where text reigned supreme and lands, 
carefully described by writers, came 
alive in just the imagination. With the 
recent rapid advancement in the power 
of home computers, graphical, icon- 
driven and role-playing adventure 
games have taken the fore, and it 
would seem at the expense of the writ¬ 
ten word. It is often said that a picture 
paints a thousand words and game 
players are easily seduced by pretty 
graphics even if they prove to be a tri¬ 
umph of style over content. 

Perhaps one of the easiest explanations 
for the demise of traditional text 
adventures is that about five years 
ago, when personal computers were an 
innovation, 32K seemed like a lot of 
memory. Then, computers were ideally 
suited to supporting text adventures. 
Little was expected out of them in the 
way of graphics and the limitations of 
the machines meant that the contempo¬ 
rary arcade games weren't much com¬ 
petition. When text-only games were 
available, the player was required to 
use his imagination and the program¬ 
mers needed to be inventive, they 
needed to be able to convey mood, set¬ 
ting and atmosphere is a few. They had 
to be good storytellers. Look at Info- 
corn’s lark series or Lurking Horror , 
classic examples of good stories told 
well that still linger in the memory 
today. 

Today, the current 16-bit machines 
have the capability to produce good 
graphics and so the public expects 
good graphics all the time. Games 
players would rather look at a picture 
than read a paragraph of text. The 
death knell of text adventures was 


probably first heard when icon-driven 
adventures such as Mindscape's Deja 
Vu and Shadowgate were launched on 
an unsuspecting world. Both were 
original, intriguing and atmospheric 
works with their puzzles tough enough 
to confuse the most experienced 
adventurer. Both are heavily reliant 
upon graphics and all interaction takes 
place through the mouse by clicking 
upon and selecting from a variety of 
icon-options presented at one side of 
the screen. 

Not a lot new or innovative happened 
until Dungeon Master; the revolution¬ 
ary game from FTL, was released. 
People still debate, is it an adventure? 
Is it a role-playing game? Is it a strate¬ 
gy game? For those of you who have 
been living on Mars, the plot of DM 
involves a brave party of adventurers 
who make their way down through a 
dangerous series of maze-like dungeon 
levels to defeat an evil wizard. The 
game is represented entirely by graph¬ 
ics, ail commands and decisions are 
made via icons and no text input is 
required at all (except when you name 
your characters!). The game is innova¬ 
tive, slick, beautiful to look at and 
remains today without equal in terms 
of breaking new ground. Traditional 
text puzzles, word plays and hidden 
descriptions were replaced by devious 
visual logic puzzles concerning doors, 
gates and pressure pads. While the 
manual is essential reading, it is possi¬ 
ble to get stuck into playing qutet 
quickly. Who dislikes a game you can 
unwrap, plug in, play and get some 
immediate results from? And this is 
where games with graphics score over 
their text counterparts - they are so 
much easier to get involved with and 
instantly please the eye. 


Still rooted firmly in the world of 
adventure are Sierra On-Line who 
have placed a heavy emphasis upon 
graphics in their adventures and while 
text has not been completely sacri¬ 
ficed, they definitely play second fid¬ 
dle. 

Where traditional adventures could be 
subtle, where they could employ a 
range of options for the solving of the 
puzzle, where they encouraged interac¬ 
tion with the text, the current graphical 
adventures seem to put more emphasis 
upon the removal of simple obstacles. 
For example, in a text adventure you 
might walk into the lobby of a hotel, 
be given a detailed description of it, 
the furniture, decor and exits. By trial, 
error and examination you might find 
that the desk clerk has a key to one of 
the rooms. But how do you get it off 
him? In a graphical adventure there is 
no scope for imagination because you 
are presented with a fixed image of the 
room. The picture is there for all to 
see. And if the only icon-option avail¬ 
able is 'ask a hotel clerk for key' you 
have a pretty good idea of what to do. 
The result is that games tend to be 
more progressional or 'one-way' and 
the puzzles are simpler or more 
straight forward. 

The latest in this new breed of game is 
Kult , an excellent yet very weird and 
surreal icon-driven 'adventure' from 
the strange French people at Exxos. 

It's a little like Dungeon Master in that 
it consists of exploring a graphical 
landscape filled with logic problems. I 
must admit that I liked it’s odd story¬ 
line and presentation but I’m sure some 
will find it too 'way out' to swallow 
and won’t give it a chance, which is a 
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shame because behind the novel pre¬ 
sentation their lurks a traditional and 
brilliantly executed treasure hunt. 

The manual is written in a style so 
peculiar and wry that you wonder if 
some of the jokes aren’t down to the 
fact it was written by a Frenchman 
without a totally sound command of 
the English language. ’Your mission', 
it boldly states, 'is to take part in the 
five ordeals, find your girlfriend Sci Fi 
and smash the Protozorq plot before 
it's too late.' You play a young man 
named Raven who lives in a hellish 
world, a kind of post-nuclear waste¬ 
land, where violent mutants rule and a 
race of psychics called Tuners struggle 
to unite the land in peace. You are one 
of the Tuners and linked to a psychic 
group called The Netwerk which is 
trying to work out the cause of The 
Burn, the catastrophe which plunged 
the world into its current state. The 
Normals (people unaffected by The 
Bum') hate the Tuners and kill them on 
sight while the Tuners do their best to 
guide 'Normal' society, prevent another 
'Bum' and teach the Normals to love 
them. Some Tuners disagree with 
Netwerk and its policy of denying free 
thought and have become hunted rene¬ 
gades. 

Raven and his girlfriend Sci Fi witness 



the massacre of a Normal village by 
evil mutants called Protozorqs. The 
Protozorqs believe their day of atone¬ 
ment is at hand and have entered into a 
bloody frenzy. Disobeying the 
Netwerk Raven intervenes against the 
Protozorqs and after a fierce battle Sci 
Fi is taken prisoner. 

Disobeying orders again Raven gets 
himself caught deliberately and taken 
to the Protozorq mountain to free Sci 
Fi. With four other Aspirants he is 
thrown into The Five Ordeals a race 
against time to find five symbolic 
skulls hidden in a maze-like complex 
and so gain contact with a god called 
Deilos. He has an hour to solve the 
puzzles, avoid death and somehow 
find his girlfriend. The manual takes 
considerably longer to explain this and 
does it with great style and humour. In 
places it's highly amusing. 

The graphics are colourful and detailed 


and despite the fact you do a lot of 
moving around from room to room, 
the screen updates very quickly. There 
are some good sound effects too. No 
one speaks. All the people encountered 
such as Protozorqs, rebel Tuners, Vorts 
(genetic experiments by the Proto- 
zorq's that went wrong) emit amusing 



garbled noises of an appropriate tone. 
The action is viewed from the position 
of first person in isometric 3-D. A ver¬ 
tical strip of icons on one side of the 
screen is used to display your options 
while there’s an on screen text box 
which displays messages. Your psy¬ 
chic powers are limited and with only 
sixty minutes to complete the task they 
must be used sparingly. 

Raven must be careful to reveal his 
psychic powers to anyone or he'll be 
killed, but he has the power of 
telekinesis, reading minds, the ability 
to climb like a fly, launch into a battle 
fury or scan for hidden objects. Since 
you need some of these skills to find 
the skulls, it is hard to imagine how 
your competitors can possibly get on 
unless they are psychic too! 

The playing system is somehow biz- 
zare, sophisticated and yet at the same 
time easy to use. A strange biological 
blob, resembling something from a 
Sam Raimi movie appears when you 
examine objects and by clicking the 
mouse on its odd 'eyes' reveals infor¬ 
mation, allows more selections to be 
made or provides some humorous text. 
The temple landscape reminds me a 
great deal of Alien where the walls 
appear to have been grown or sculpted 
out of bone. 

The five skulls are hidden within 
seperate rooms behind devious yet log¬ 
ical puzzles. At the beginning of your 
quest the Master of Ordeals (a kind of 



mutant game show host) will give you 
an object to help solve the first prob¬ 
lem you encounter. Some involve 
crossing horrible slime pits, hanged 
men that aren’t all they seem, sliding 
doors that kill and an evil spider mis¬ 
tress. You should always pay attention 
to the 'foetus’ who is your telepathic 
link to the Netwerk who often pro¬ 
vides useful hints. 

It's very easy to get killed (though the 
final screen you see is quite amusing) 
but this can be overcome in most situa¬ 
tions by frequent game saving. The 
whole tone of Kult is 'unreal' and 
peculiarly violent. In some situations 
you are left with no alternative but to 
launch into a mad murderous fury. 
After discovering a man ready to be 
hung, to solve the proposed problem 
you have no choice but to send him to 
his death. 

There are numerous secrets and unex¬ 
pected twists in this highly innovative 
and original excursion into the 'twi¬ 
light zone' of icon-driven adventures. 
Once you've obtained the five skulls 
you'll discover that there's still a lot to 
do, not least of all in rescuing Sci Fi to 
whom some senior Protozorqs have 
taken a fancy. 

There's no doubt that adventures have 
changed and no matter how some peo¬ 
ple might try to deny the truth, role- 
playing games and predominantly 
graphical adventures are here to stay. 
Infocom's new titles such as Zorlc 



Zero and Shogun are both traditional 
text adventures with some pretty pic¬ 
tures added for atmosphere but we all 
know that they'll be no more like them. 
I do not see text games vanishing 
entirely over the next few years just as 
8-bit computers have not been made 
extinct by the arrival of 16-bit 
machines. However, market trends 
must favour graphics and icons over 
the written word as this appears to be 
what excites the public. In years to 
come we may look back on Dungeon 
Master as the most innovative game of 
the decade and the game thatstarted its 
own firm genre, superceding adven¬ 
tures as we know them now. 
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...WE ARE GETTING QUITE A FEW QUERIES ABOUT HOW TO WRITE YOUR OWN ADVENTURES... WE'LL BE COVERING TALESPIN, BUT GET SOMEONE TO INTRODUCE THE WHOLE TOPIC... 

SANDRA SHARKEY TACKLES THE SUBJECT OF 

WRITING YOUR OWN 





Because of obvious mem¬ 
ory limitations early 
adventures consisted of 
text only, there wasn't a 
picture in sight. Also the 
text used to describe a 
location was of the "You 
are in a cave." variety and 
variations were only 
achieved by using "You 
can also see..." followed 
by a list of objects that the 
player had dropped or that 
were already available on 
entering the room. This is 
fine if you are playing an 
adventure for the first time 
but does tend to become a 
little monotonous when 
you are playing your tenth 
or twentieth game. It also 
holds little appeal for 
Arcade freaks who find a 
screen full of text boring. 


In an attempt to widen the 
adventure market, soft¬ 
ware houses hit on a way 
of prettying up the screen 
by introducing graphics. 

Initially these were only 
used for very few loca¬ 
tions, but as text compres¬ 
sion improved, so did the 
amount of graphics in 
each game. Level 9 led 
the field by having graph¬ 
ics for virtually every location in their 
games, and the games themselves were 
vast. Unfortunately the graphics were 
very simple and did little to enhance 
the atmosphere of the games. As a 
tribute to the true adventurer, Level 9 
usually provided a text-only version 
with enhanced room and object 
descriptions in conjunction with the 
graphic versions of their adventures. 


The letters pages of popular computer 
magazines soon became debating 
grounds for disgruntled adventurers 
who all insisted that they didn't need 
slow drawing pictures in adventures 
and would much have preferred more 
puzzles and more enhanced text within 
the games. Adventure writers would 
reply to the effect that they would 
much prefer to stick to the text-only 
games, but software houses were 
insisting on graphics being added. The 
software houses disagreed; and so the 
arguments raged. Needless to say that 
software houses won through in the 
end and authors were forced to add 


graphics to their games. The only 
exception among the larger software 
houses was Infocom. Their games 
were text-only but were of such good 
quality and had such efficient parsers 
that they became the ultimate in 
adventure games. 


The more aspiring adventure writers 
who insisted on sticking to their guns 
and continuing to write good quality 
text adventurers soon found that the 
only way of getting their adventures to 
the general public was to the market 
their own and many small software 
houses emerged. Some of these 
became quite successful and built up a 
cult following which ensured that their 
products would be reviewed in the big 
magazines. Many, however, floun¬ 
dered through lack of funds to adver¬ 
tise their goods to a large enough audi¬ 
ence. Software houses still refused to 
market text-only adventures, but 
because of this they began to compete 
with each other on the graphics side 
instead of the text side of writing. 


Magnetic Scrolls came 
upon the scene with the 
release of The Pawn 
which contained a very 
advanced parser and 
excellent graphics, 
although personally I did¬ 
n't rate the game at all. 
However, each new 
release from Magnetic 
Scrolls contains advance¬ 
ments in the parser, the 
quality of the graphics 
and the puzzle content 
and storylines improved 
dramatically. 


Initially I was among the 
breed of adventurers who 
insisted that graphics 
were unnecessary in 
adventures preferring my 
own imagination to draw 
a picture in my mind 
from a good flowing 
room description. In fact I 
felt so strongly about it 
that I deliberately wrote 
my own adventure on the 
8-bit machines in text- 
only, using a redefined 
character set that suited 
the game and different 
colours of text to pretty 
up the screen. 


I always deliberately 
switched off the graphics when I play 
adventures as I consider them to be an 
unessential part of the game. I soon 
became unstuck when writers began to 
use the graphics as an integral part of 
the adventure by using them to give 
clues that were not given within the 
text. 


You will have to make up your own 
mind on whether or not to utilise 
graphics within your own adventures. 
If you feel that your masterpiece will 
be up to the high standards of Infocom 
then you may get away with using text 
only, but bear in mind that even Info¬ 
com seem to be coming round to the 
idea of graphics within their games. 
Beyond Zork has graphics of a sort by 
showing a map on screen which devel¬ 
ops as you explore. However, they 
have given the player the opportunity 
to play Beyond Zork without the map 
and in the original Infocom style. 

If you wish to sell your adventures via 
a software house then graphics are a 
must, but they must be of an extremely 
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high standard to merit a second look. 
One of the main points to consider if 
you decide to use graphics is the gen¬ 
eral screen layout; you want to grab 
the player's attention so it is vital to 
make the screen look as attractive as 
possible. 

If you decide to use a status line then 
you must also decide what information 
the status line is going to show. You 
must opt for a short room description 
and an update on the score that die 
player has achieved. With a little inge¬ 
nuity you could also pretty up the sta¬ 
tus line. In Shymer, the demo adven¬ 
ture for STAC, I used a redefined char¬ 
acter set to present the short room 
description in the form of a street or 
gate sign, it even had little nails in 
either end of the sign. It took very little 
time to do and it was very effective 
and, more importandy, different. At 
the time of writing the game I hadn't 
seen any other adventure that used the 
status line in this way. 

Try and come up with a character set 
that suits the mood and setting of your 
adventure, but make sure it is easily 
readable and attractive on the eye. You 
can find ways of using more than one 
character set to great effect. If the 
player comes across an old parchment 
then it would be very effective if the 
response to the examine command was 
in a Gothic script, it would add a little 
more atmosphere and make the game 
more realistic. 

Colour can also be used to add a little 
variation by having responses in a dif¬ 
ferent colour to inputs, and room 
descriptions in yet another colour. 

Vary the background colours as well 
by using darker shades for dark places 
and brighter shades for sunny ones. 

If you decide to incorporate graphics 
then you must make sure that the text 
doesn't scroll under them too quickly. 
Allow the player ample time to read 
the text by using a 'Press any key to 
continue...’ command. 

The easiest way to draw your graphics 
is with an art package. There are many 
variations amongst these but the basics 
are usually the same in each one. 

All the facilities I shall mention are 
available on Rainbird's OCP Art Stu¬ 
dio (ST version), if you require other 
facilities then you will have to shop 
around and compare the different 
packages. 

Upon loading the art package you are 
presented with a control screen which 
provides access to all the functions 
you will need. In Art Studio the control 
screen and work screen are kept sepa¬ 
rate, but you can easily move from one 
to the other at the push of a button. 

For free hand drawing you select the 
'Draw' icon, this is just like drawing 


with a pen or pencil and can be used to 
plot single pixels or to draw continu¬ 
ous lines. To make it easy to draw 
straight lines you can select the line 
icon, position the beginning of the 
lines and stretch it to where you wish 
to end the line. 

You can draw triangles, boxes and cir¬ 
cles by selecting the relevant icons, 
and then fill them with whatever 
colour you choose. You can vary the 
widths of brushes or use the spray 
option to create a different effect. 
Sections of the screen can be copied. 
This can be used to save time in lots of 
ways (e.g. if you were drawing a wall 
you would only need to draw a section 
of it and then copy that section over 
and over again until your wall reached 
the desired length). 

Some of the packages even allow you 
to type different sizes of text on the 
graphics screen. Remember our parch¬ 
ment? Now we can have a graphic of 
the parchment with the text already 
printed on it which is very effective. 

If your pocket will stretch to it you 
may decide to buy a digitiser. At one 
time these were only affordable by big 
software houses, but prices are coming 
down fast and you can now pick them 
up for just under a hundred pounds. 
Both Magnetic Scrolls and Level 9 
have used digitised pictures in their 
own games although Level 9 have now 
opted for hand-drawn graphics instead. 
It's a matter of personal taste. 

Some of the most effective graphics 
I've ever seen were digitised. A very 
dramatic effect was achieved by them 
having no colour just black and white 
with varying shades of grey. Imagine 
these in a game that was set in the 
1930's, or in Victorian London with it's 
smog. They would really help to 
enhance the games and build up the 
atmosphere. But, supposing you can't 
draw. Don't worry about it ...neither 
can I! When I converted Shymer using 
STAC I had to call on the expertise of 
Dicon Peeke to draw my graphics. I 
told him how I envisaged the scenes 
and he did the rest. One of the pic¬ 
tures was of boat that had a huge hole 
in it's side. The boat had to be mended 
to enable the player to finish the game. 
Once mended the picture of the boat 
with planks nailed to the side. 

This was achieved by using the same 
graphic twice, once with the hole and 
then again with the planks added. If 
you are a programmer who can't draw 
then there must be artists around out 
there who can't program very well. 
Keep them apart and you'll end up 
with two games, one expertly pro¬ 
grammed in text-only and another with 
beautiful graphics and no game to 
play. With some collaboration between 
programmer and artist you could 


possibly end up with two good games. 
Supposing you can't draw or program 
but you're full of ideas for adventures 
then it would be worth while consider¬ 
ing buying an adventure creator. You’ll 
have to learn how to program within it, 
but all the hard work of setting up a 
parser and the various routines for get¬ 
ting/dropping objects etc. will be done 
for you. 

The creators usually have set messages 
within them for the most common 
responses like 'You're carrying too 
much', or 'You can't see that’ and so on. 
The market then gets flooded with 
games that all look the same, so be 
inventive. You don’t have to use the 
messages that are given within the cre¬ 
ator, change them to suit your game 
but keep their general meaning. Most 
creators are flexible and it is up to you 
to customise them for your own use. 
Everyone has different feelings about 
graphics within an adventure and I 
have admit that as time has gone on 
and the quality of graphics has 
improved I have changed my own 
mind about them. 

If they are used to enhance the game 
and they change with events then I'm 
all for them. This doesn't mean that I 
won’t play a text-only game but I do 
find myself wishing that some of the 
more vivid text descriptions had a 
beautifully drawn picture to accompa¬ 
ny them. I would also like to see more 
in the way of simple animation like 
fountains that have running water or 
flags waving in the breeze. I don't 
think it would be too complicated and 
it would be tremendously effective. 

I am also finding that even the worst 
of artists like myself can improve by 
using graphic packages. It takes a lot 
of time, patience and practice but I can 
now do some quite passable pictures 
that actually look like what they are 
supposed to represent. 

Adventure writing utilities are a boon 
to non-programmers and provide a rel¬ 
atively easy way of getting your ideas 
into workable games. I have written 
several adventures using them and 
have managed to get each one a sepa¬ 
rate identity by customising the utility 
to suit each different game world. By 
using them you also learn a lot about 
programming without even realising it. 
After all Level 9 and Magnetic Scrolls 
use them, the only difference being 
that they have designed their own and 
so are able to continuously improve 
them and customise them for their own 
individual games. If you are clever 
enough to program an adventure from 
scratch then you will also have devel¬ 
oped an adventure writing utility that 
you can use time and time again to 
create your own adventures. 
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...GOING TO NOTTINGHAM? WELL WE DONT WANT TO WASTE ALL THAT RUBBER ON THE TYRES... CANT YOU TAKE IN A FEW OF THE OTHER SIGHTS... 

Strange as it may seem, I have never really had a lot of trouble with 
demons. Vampires, yes. Berserking blobs, of course. I've even had 
the odd run-in with four hasted devils and a wyvern. But demons, 
no. Never. Not even the odd scratch. But all that was going to 
flHHO change very soon. And it wasn't going to be very pleasant. Demons, 
I am reliably informed, never are. Very messy. Well, it's all that liv- 
ing in the Abyss until all hours, it just breeds bad manners. Still, 
we've all got to learn and we've all got to run out of luck some 

time... It's just, why did it have to be today? 
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duction of Dungeons and 
Dragons back in the seven¬ 
ties, LRP is becoming more 
and more accepted as an alter¬ 
native (and some would 
argue, a much better) form of 
role-playing. At first, many 
folk just saw the adventures 
as a safe form of hooliganism, 
much like the hack-and-slash 
brigade that follows any 
table-top group. Evolution of 
any game treads much the 
same path, with constant 
exposure resulting in a change 
in attitude and tastes. 

These changes usually mean a 
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breaking away from the original and a 
formation of something new. Some¬ 
thing better. Something more suited to 
requirements. How many people have 
abandoned D&D and rewritten their 
own rules system? Some of the most 
innovative role-playing games in 
recent years have been created under 
exactly these circumstances. The 
same is true with LRP. And certainly 
with Mythlore. 

In 1985, Mythlore began. It was a 
small affair, made up of three partners, 
two of whom have now gone their sep¬ 
arate ways, leaving a very talented guy 
named Mark Cordory. He designs and 
builds the impressive costumes and 
props that set Mythlore apart from 
every other LRP group. The first 
adventures were set around the woods 
and caves of the Forest of Dean in 
Gloucestershire, mainly at the week¬ 
ends, with the weeks spent designing 
puppets, costumes and sets for local 
theatres. The product was unique, the 
execution excellent. The only problem 
for most interested parties was the 
locale. Getting to the Welsh border is 
a bit of a hike, especially without 
transport. This continued until March 
of this year, when the Forestry Com¬ 
mission had a sudden change of feel¬ 
ing about using their property for such 
nefarious activities. Mythlore closed, 
and everyone feared the worst, but 
suddenly they reappeared on the out¬ 
skirts of Derby, ready once more to 
open their doors to more eager cus¬ 
tomers. 

By this time two new partners had 
taken over the day-to-day running of 
the adventures. These were Mike Lees 


and Gary Parsons, both former adven¬ 
turers in the Mythlorian otherworld. I 
talked to Mike after experiencing one 
particular evening’s adventure and 
between breathless gasps, managed to 
glean some facts on the workings of 
the group. 

Mike has been involved in Mythlore 
since the beginning, having first par¬ 
ticipated on the third adventure that 
they ran. He originally saw them them 
on television and went along. Unfor- 
tunatley, he broke his arm - a very rare 
occurance in LRP - but it certainly was 
a day to remember. From then on he 
became more and more involved with 
the group, so much so that, when they 
needed to move, he was asked if he 
wanted to help run the new site. To 
them the place where they now hold 
adventures is called Dragon's Lair, 
though to any passer-by it looks like 
any other World War II bomber com¬ 
mand post. It is not until you step 
inside that you find out the true nature 
of the building. The site was original¬ 
ly found by a small amateur group 
called Quest, and at various times 
Games Workshop were going to set up 
their Dark Future's running-about- 
with-splatt-guns thing’ (as Mike puts 
it). The building was gutted by fire 
about seven years ago and all the 
ground floor and extensive cellars 
were knee-deep in ash when Mike 
began the task of getting it ready for 
the first scenario. 

So while Mark began designing the 
costumes and interiors for the place, 
Mike, Gary and a team of shovel-car¬ 
rying enthusiasts began to remove the 
ash and muck and filth. And after 
spending the last part of my particular 
experience on the floor, I can testify 
that it was a job well done. Finally the 
site was ready and the first adventure 
was held in March of this year. But 
with over twenty-five rooms, an end¬ 
less need for monsters, characters and 
adventures, plus the actual time it 
takes to write, set-up and run the 
whole operation, how does the whole 
thing work? 

The first thing you notice after asking 
this sort of question is that the people 
behind these ventures are usually very 
much committed to the hobby and 
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have a real love for their particular 
operation. It certainly offers rich 
rewards; if not in the actual monetary 
way, then certainly in the providing of 
pure entertainment; and pure entertain¬ 
ment that is a source of excitement and 
fun that could not easily be experi¬ 
enced elsewhere. 

Beyond this, there is a lot of work to 
keep the Dragons Lair open. Cos¬ 
tumes and sets are Mark’s department, 
plus the odd hand in planning and 
monstering on a particular dungeon. 
Monsters are recruited from anyone 
who wishes to see the other side of the 
adventure, but mainly there are a regu¬ 
lar group of people who can play the 
more difficult monsters well. There 
have been a lot of changes to the pre¬ 
sentation of the adventures since the 
move, but the rules system has also 
been scrutinised and has been changed 
too. I asked why? 

Mike told me: ’’The system was devel¬ 
oped from the Forest of Dean rules, 
basically to make the whole adventure 
run a lot smoother and channel the 
people towards role-playing and away 
from rules.” Certain things are cum¬ 
bersome in the LRP arena, but the new 
rules allow anyone to try anything and 
let them either do it well or badly. 
Fighting was one of the first things to 
be changed. In normal systems, every¬ 
one has to count the number of times 
that they are hit and the area where the 
blow landed, but when wielding a 
sword that only weighs about a tenth 
of a normal blade, you can do this at a 
very unrealistic speed. This results in 
the fighters 'tapping' the monsters 
instead of actually hitting them in a 
natural manner. 

"Now we tell our monsters that if they 
do not feel that their opponent is actu¬ 
ally swinging his sword with any 
effort, then he just discounts the 
blows. The same is true for spells. If 
the verbals are quick and uninspiring, 
the spell is pretty feeble too." In this 
way, by giving the players a set of 
guidelines and not a huge book of 
rules, the actual adventures pass along 


and start for rule clarifications. "We 
call the referees 'Stoiytellers'", Mike 
explained, "and that is their job, to 
help along the story. The system is 
very free-format otherwise. Very 
heavily referee-moderated." 

Having experienced first-hand a 
Mythlore adventure, I can honestly say 
that I have never encountered anything 
like it. Our mission was not really 
very inspired, but the way it was exe¬ 
cuted was little short of superb. 
Throughout the dark and musty cellars 
beneath the tavern, every item we 
found was a detailed prop, every mon¬ 
ster, fully costumed, every set ade¬ 
quate and atmospheric. This is really a 
place where your characters can come 
alive - if you are willing to try! 

My run-in with the demon, Sathaak- 
thraax, is still something I do not real¬ 
ly want to speak of (especially when it 
could spoil the fun for anyone actually 
encountering this adventure on their 
journeys). Yet I will let my compan¬ 
ion tell of what happened that day: 

"...So there we were, a rag tag bunch, 
not much to look at but able to rely on 
each other. I was Ruadhir the warrior 
and formed the front line along with 
Traun. Behind us were Zeb and 
Skopas both priests of the Griffin, 
Mereddin our bold-voiced bard and 
Morgan the wizard. Our task was to 
rescue an old mans daughter from a 
demon who needed her virgin heart to 
end his imprisonment. The Demon 
had been cursed by a magical four line 
poem. If anyone said the first three he 
was forced to recite the last and so 
banish himself. In good spirits we set 
off for the beasts dark subterranean 
lair, our way lit only by a few candles. 

Our first encounter was in a small 
room with some goblins who'd been 
digging up the floor. When they found 
out who we were we had no choice but 
to kill them. Half buried we found a 
scrap of parchment with the first line 
of the poem. The next part of the poem 
was guarded by a giant and a human 


who had failed in their quest to slay 
the demon and had been held here 
magically. They half-tricked us into 
opening the door of their prison and it 
was only at the cost of many wounds 
that we eventually slew them both. 
Mereddin, whose song had inspired us 
so well, found the parchment while 
Skopas and Zeb produced a near mira¬ 
cle in healing Traun's badly hacked 
legs. 

The third part of the poem we found in 
the sarcophagus of a putrid corpse 
which Morgan destroyed with darts of 
fire. In a concerted rush the party over¬ 
came its next obstacle - a room full of 
ores, though we had our faces singed 
in the process. It was necessary for us 
to then squeeze through a hole in the 
wall and confront a cowled figure in a 
torture chamber who we could not 
pass without first answering a riddle. It 
was Skopas who solved the problem 
and enabled us to find the demons lair. 
However, when it came to the moment 
of truth, Mereddin forgot the poem and 
we had to scramble around in the dark 
looking at the scraps of paper while 
the Demon threatened us. It didn't 
work. It was as much as Zeb and I 
could do to hold Mereddin back as an 
invisible hand tried to drag him in. 
Despite being blasted by fire, despite 
the priests being forced to face the 
demon unarmed in a test of faith, 
despite not realising the obvious we 
did eventually work out what was 
wrong with the poem and banish the 
creature to the abyss. 

All was not as it seemed though. The 
woman we freed turned out to be 
Daisy's murderer and an impostor who 
charmed most of the party. It was only 
because a helpful gnome alchemist 
spotted their odd behaviour that the 
spell was broken she was slain. The 
old man who had hired us was was 
pleased that his daughter had died but 
the demon had at least been banished. 
It was the Mereddin's idea to sing the 
four line poem everywhere he went so 
that in a hundred years time, no one 
should have any trouble remembering 
how to banish the fiend..." 
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Once again the Club Noticeboard is completely full again. Keep all messages as brief as 
possible when sending them in - and remember this is your chance to reach each and every 
one of the other members of Official Secrets. Unless otherwise specified, please send all 
answers and letters to: Dead Letter Box, including the notice code, to the magazine address. 
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...THESE SHORT STORIES AND THINGS ARE CERTAINLY COMING IN AT A PACE NOW... GET A FEW MORE WRITTEN UP FOR THE MAGAZINE... 

In this Issue's Coi\fidential Papers, we have chosen a piece that is not so much a 
short story, as a parody of situations occurring in just about any adventure game. 
This one is very much reminiscent of the Zorfc approach (or should this be 'the 
Collosal Cave approach'?), and highlights the fun that can be gained from annoy¬ 
ing, frustrating or just plain evil puzzles in adventure games. So without further 
ado, here is... 

THE 

ADVENTURER'S SWORD™ 

BY IAN URQUHART 

So here you are, adventurer 
supreme, gazing at the menac¬ 
ing edifice that is Doctor 
Dreary's castle of macabre 
monsters. What a forbidding 
place, the air of doom and 
despondency fill you with a 
certain unease that the 
hideously huge vampire bats 
flapping silently around the 
castle turrets does little to dis¬ 
suade. You clasp The Adven¬ 
turer's Sword (TM) tighter in 
your greasy little palm. This 
was the super-reduced Junior 
sword (the one with the plastic 
handle), all you could afford at 
the time... Well, even adven- * 
turers have to start some- 



had been shrouded in a deep 
brown (or maybe red, it was 
dark in the tavern!) robe, he 
had sounded honest, and that 
was half the battle won! 

So here you are, standing in 
front of the huge iron door 
that, with only a large key¬ 
hole, a huge brass knocker 
and a badly crafted sign bars 
you entry from the castle. If 
only you'd been able to buy 
The Adventurer’s Skeleton 
Key (TM) you might have 
been able to unlock the door 
with no problem. As it stands 
(unopened), you’re just going 
to have to read the sign: 


where! 

Taking the instruction leaflet from 
your back pocket where you had 
meticulously placed it earlier, you read 
the following: 

Congratulations on buying The Adventur¬ 
er's Sword (TM) Junior version. You have 
made a wise choice! This sword is guaran¬ 
teed to provide an eerie blue light in almost 
all locations you as an adventurer are liable 
to wander aimlessly into. It is also guaran¬ 
teed to stop producing the aforementioned 
eerie blue light just when you need it most, 
throwing you into complete and utter dark¬ 
ness just as (say) the long tentacled slimy 
black thing is slithering towards your 
trouser leg. 

For longer periods of light protection, why 
don't you try The Adventurer's Lantern 
(TM) guaranteed to throw light on any sit¬ 
uation for only 1,200 gold pieces? 

However, as long as the monster doesn't 
get too close this sword (when lit) is bound 
to terrify, and if used properly has been 
known to send damsels swooning. 

In small print right at the bottom of the 
page, in text too small for the average 
adventurer to read, the following mes¬ 
sage is printed: 

This sword is the cheaper version, more expensive 


models actually have a cutting edge, so if you wish to 
upgrade your sword to an efficient hack-and-slay 
machine, simply send 3,250 gold pieces and two 
Adventurer's Water (TM) bottle tops with this sword to 
The Adventurer's Equipment Shop of The Vale. 

You gaze admiringly at the sword... 
What a buy! You remember the hag¬ 
gling you had to go through to beat the 
shop-keeper down to 5 gold pieces. 
And now there it was, your very own 
source of eerie blue light! Why, it was 
this very sword that had already pro¬ 
tected you from the menacing 
advances of the hideously huge vam¬ 
pire bats further down the mountain. 
Well, it was either that or the garlic 
bread you ate with your pizza earlier 
on! 

Now for the castle. "A simple raid" 
the man in the brown cloak had said, 
"all I need is the Transmogrification 
Serum hidden within Doctor Dreary's 
laboratory. It shouldn't take too long 
and I'm willing to pay... after you 
come back, of course!" 

Well, what could you say? Or course, 
you could have said "no way, there's 
no price in heaven or hell that would 
be worth me going up to that lightning 
shrouded castle of infinite evil!", but it 
had been a slow week for novice 
adventurers, and even if the man's face 


KNOCK TO ANNOUNCE 
PRESENCE 

TRADESMEN - GO AWAY 

You stand confused, unsure as to 
whether you ought to knock, as being 
on a raid you should surely keep a low 
profile? You gaze aimlessly down 
searching for a mat under which... who 
know? Alas, there is no mat. There is 
however a curious crack which out¬ 
lines the flagstone in front of the door. 
Examining the crack closer you see a 
faint glimmer moving towards you. 

As you wait the glimmer turns into a 
little creature. 

It’s a lampyris noctiluca! Luckily, as 
you studied Latin for three whole 
weeks, you realise that this means it is 
a glowworm. Provider of light and 
charm throughout the night. This one 
however looks particularly ill. Its 
wings are tattered and worn and the 
light in its little tail is nearly out. You 
wonder what experience the poor thing 
has gone through deep under that flag¬ 
stone! You consider putting the poor 
thing out of its misery as you notice 
another creature gazing idly at you. 


A CONFIDENTIAL PAPERS PRODUCTION 
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Six feet away from you, by a lush 
clump of damp grass that obviously 
awaits the stomp of little beetle feet, 
stands an ass that you hadn’t seen 
when you walked up from the town. It 
eyes you warily and steps backwards 
as you step towards it From what you 
can see, it seems to have a button 
perched precariously on its posterior 
from which hangs a short piece of 
rope. You look at the creature again, 
its eyes seem to be saying 'Keep your 
thieving hands off my tail", you smile 
innocently at the unhappy animal. 

On further examination of this rapidly 
darkening moor, you see that the waste 
disposal officers have dropped several 
items on their obviously rushed jour¬ 
ney from immovable uncuttable waste 
disposal receptacle to waste disposal 
officers vehicle. The items that imme¬ 
diately grab you attention are: 

An empty wooden box with a sliding 
top which has been opened slightly for 
the sole reason that someone wanted to 
make it easy for you to see what was 
inside. Also scattered around are an 
empty lasagne packet with a note on 
the front stating that absolutely no gar¬ 
lic had been used in its preparation, an 
apple core with bitemarks in it show¬ 
ing a decidedly canine appearance, and 
a box marked in clear red paint. This 
box is booby-trapped’. 

The hooded man's words come back to 
you fleetingly as you gaze at all this 
trivia... Tm willing to pay...' you near 
as you turn towards the door. 


BUGS FILE 


This issue we continue the dossier on all the reported quirks, bugs and 
inconsistencies in your favourite adventure games. This will hopefully 
grow into a useful list of all those annoying little bits in every game. 

MYTH 

These are not really bugs, but if you are having trouble with load¬ 
ing Myth, either due to the password or the IBM graphics mode, 
see The Last Adventurer' on Page 10 for details of how to solve 
the problems! 

Now here is a tiny weeny buglette that somehow slipped through 
our playtester's net. When the lamb is frolicking around the gar¬ 
den it stops to rub itself against the wooden altar; but when you 
examine the altar it says it is made of marble! Oops... 

ELITE 

Did you know that when playing Elite on the Amiga it is possible 
to get rich quickly by, for instance, buying medical supplies at say 
50, whereon you find that there is only 7 tons available, then sav¬ 
ing your commander from disk where you will find that a further 
7 tons of med. supplies are available. Repeat the above until 
cargo hold is full, then go to nearest poor Agricultural planet and 
sell it at up to 140! Or buy tons of cheap gold, platinum, gems, 
etc... 

LANCELOT 

Merlin's rescues are a constant source of points. If you are stuck 
in one of the positions where the Wizard comes to your aid, you 
gain 50 points. Repeat indefinitely. 

To add to this column, write to the usual address, marking the 
envelope: Bugs File. 



THE ADVENTURE HELPLINE 

NEW OPENING TIMES 

As from August 1st 1989, the Adventure Helpline is undergoing a few changes in its opening times. 

At the moment, the hours that the line is open are extremely flexible (Yes, I know you didn't expect me 
to be here at 2.00am last Thursday, Agent Darren!). I am handing over the Helpline to John Knight 
and also trying to funnel the calls. The following times will now apply: 

Monday - Friday : 3.00 pm until 8.00 pm 

Saturday : Closed 
Sunday : 11.00 am - 5.00 pm 

Please adhere to these times and try not to call up the other numbers with your problems. This also 
works in reverse; do not ring up the Helpline with orders for games or questions about where a partic¬ 
ular game is or the availability of stock. 

We are now moving into a new year - with these changes we hope to provide a better service. 
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...WELL SINCE AGENT WEATHERLEY WAS GUNNED DOWN IN THE OFFICE LAST ISSUE... TSK, TSK, TSK... SO WHO'S GOING TO DO THE CROSSWORD NOW? 

BIG RON'S 

CRYPTIC CROSSWORD 


This is a difficult one, but then again you deserve a hard one now and again. Keep your nose clean until next Issue. 

Across 

1 This Queen will take the shirt from your back (7) 

5 Master this and you're in charge (7) 

9 Odds finish and part with money (5) 

10 Blow these and you’re dead! (5,3) 

11 Also Edmundo is an Aegean island (6) 

12 Insect snack is irritating (4,4) 

14 Ted on board is a computer (5) 

15 I face a sea-bird around a connecting device (9) 

18 Meals I decrease around an easterner (9) 

20 Led with right in clenched hand (5) 

22 Car test or round 49... Lubricates (5,3) 

24 If you mess with this, you'll get messy (6) 

26 Instruction to hikers - according to the book (4,5) 

27 The current one is in front of you (5) 

28 Luke had a land one (7) 

29 Large left in wages, could win the game (3,4) 

Down 

1 Try, let it be and time, a declaration (9) 

2 Males indeed - Different - Altered (7) 

3 Also city, U.S. lawyer and galaxy (9) 

4 Flows back (4) 

5 Late communication to a notice in a box (10) 

6 Fighter in tannin jam (5) 

7 Eric to a saucy thought (7) 

8 Louse egg about an explosive component (5) 

13 Tim's main meal when out east (4,6) 

16 About and in favour of old vase - Rearranging (9) 

17 Was merely altered after time - at the outer limits (9) 

19 Not out - Up-tight - Serious (7) 

21 Judge American man - Denial (7) 

22 Defence Ministry points to these methods (5) 

23 Hit identification - Quickly (5) 

25 Dried blood and black leg (4) 







WE^^vIElD ) 0 




As the coldness of the 
freezing mists fall away 
and the echoes of your 
whispers are lost in the 
air around you, you step 
through the archway and 
come face to face with 
another corridor. 

Carved from the rock 
deep beneath the Wiz¬ 
ard's cottage, it slopes 
down into the lower 
regions of the world. 

And as the chill leaves 
your bones, it is 
replaced by a hot sticky 
heat that increases with 
every step you take. 

Discarding the wolfskin that kept you 
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warm enough to traverse the last ele¬ 
mental room, you count through your 
mind all the places that you have seen. 
First there was the Guardian of the 
Earth and the iron gates, next Water 
and the opal pool, and now so recently, 
Air and the icy fogs. Remembering 
the plates in the cottage itself, you 
know what the last element shall be 
Fire. Gritting your teeth, you set your 
stride and head onwards. 

The heat from the walls surrounding 
the passageway is almost unbearable 
as you enter what you know will be 
the penultimate room of this puzzling 
house. The room is painted in a gaudy 
red with a huge brazier hanging from 
the middle of the ceiling, in which red 
hot coals bum with a yellow flame. 
The final Guardian sits cross-legged at 
the centre of the conflagration, a bur- 
nished-skinned guru with scarlet 
clothes made from dragon’s scales. In 


his hands he holds two flaming rocks, 
that blaze white hot at his touch. His 
eyes are closed as you enter, and he 
looks as if he is in meditation, but as 
you enter he opens his eyes and stares 
evilly at you, daring you to try and 
pass him. 

Glancing beyond the fiery figure, you 
see a metal door that looks as if it has 
been melted into the brickwork. Upon 
it is a rhyme that is at once meaningful 
and meaningless all at the same time: 

fib* dates bigb by setett 

stoiK Iona, 

&tatrts fratk fourth 
Sroot of tf)« tfcm, 

3B*ar bzys of f iH maatcks 
for a lock tteic* tfc* tfjidr, 
%igU ibt cau&Us by oik 
you s&aU su. 
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set off the \ \ \ 

mechanism thar‘ < 3 ^AJy ^ 


would open the door and let you 
escape this murderous heat. By deduc 
tion, it would appear that each of the 
letters must be pushed once and once 
only until all are pressed. That the 
sequence is hidden in the rhyme is 
unquestionable. 

Suddenly you feel the room begin to 


get hotter still. By degrees you feel as 
if it will only be a short while before 
you pass out completely. Time now is 
of the essence as you struggle to link 
the rhyme to the letters and unlock the 
inner room of this mazing Wizard's 
cottage! 

So the last problem is how to survive 
the heat, how to pass the fourth 
\ Guardian and how to get into the 
\ inner room of the Wizard? The 
\ wheel that you find above corre- 
sponds to the one on the door. 

| Approach this otherwise as you 
H would any normal adventure game. 

| fl As this is the last one, I will give you 
w seven moves, plus eight to press each 
rof the correct letters to unlock the final 
door. After that you will die of heat 
exhaustion. Write all your answers as 
adventure commands (ie. if you think 
that the way to get through the door is 
by giving the problem to Ian Urquhart 
to solve, then reply: >go to Ian 
Urquhart's address, >knock on door, 
>wait for Ian to answer, >Ian, solve 
this problem for me). Send your solu¬ 
tion to John Trevillian at the usual 
address. And as an incentive there 
will be a draw of the correct answers 
and the five chosen will win money- 
off vouchers! 


LAST ISSUE’S SOLUTIONS 
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The winners of the Cryptic Crossword 
No. 3 were: Peter Chessman of 
Hampshire, A. Bogue of Stourport, 
Sue Heathcote of Cheshire, Matthew 
Lockheart of East Grinstead, and Rick 
Taylor of Cheshire. The Cottage solu¬ 
tion is solved by >get skins >wear 
skins >climb down chain >show 
sphere to guardian > whisper 'wind' 
>enter arch. Only two winners this 
time: Neil Shipman of Bristol and Ian 
Urquhart of Edmonton. 

* * * * 



So it finally happened. In the dark sticky hours of the night, 

Tony Rainbird, The Boss Upstairs, was working late. Very late. 
Even the owls had gone to bed and the offices were deadly silent. 
Suddenly he heard a noise... A footfall on the stairs? Or was it 
just a night-time creaking? Turning off the computer, he stood 
up and edged slowly towards the door. 

"Is anyone there?" he called as his hand reached for the handle. 

There was no answer. He opened the door and peered out into the near-perfect darkness of the landing. Something moved and 
he caught his breath. 

"Hey, who is that?" he barked, flinging open the door and letting the light from the office spill down the stairs in a golden wave. 
The light illuminated a face. A face he knew well. "Oh, it's you... Why are you sneaking around out here in the dark?" 

The sound of a gun blasted out, cutting off his words with it's deafening roar. The Boss threw up his hands and then, hit, col¬ 
lapsed to the floor. And the mysterious figure? They slipped off into the corridors below like a fleeing vampire as the first light 
of another hot day dawned. 

And so the competition is on. In the great tradition of all the adventure Detective games, the -JHH 

Raymond Chandler films and just a little help from Dallas, CONFIDENTIAL is holding the 
great Who Shot TR? competition. The passage above is only the start of the clues that you 

must collect to make your judgement as to Whodunnit. As a Private Eye, you must deduce f Ik 

who the murderer is, how they did it and their motive. And you find the clues that are literal- / 

ly plastered across this and previous Issues of CONFIDENTIAL. Was it Clive Weatherley, l jlL J|| 

the Crossword-crazy proofreader who staged his own death in Issue Five and came back to Jl|i 

seek revenge? Or was it Vera, the International terrorist and Cleaning Lady after finding 

something left in the dustbins? Was it Glenn, who is really running the entire operation from 

the Despatch Department? Or perhaps the horribly deformed John Trevillian taking revenge "pi 

for his earlier mutilation when he overhears a telephone conversation to scrap the magazine? f f J fSM 

Who is the mysterious Bob, who The Boss was set to meet at 2pm in Issue Two? And why IJ M 

did he turn up dead four months later, choked to death on thirty-two pages of proofreading 

samples? And who sent Agent Cannon a booby-trapped cream bun? 


So what we want you to do is to search through the back editions of CONFIDENTIAL, 
deduce who shot TR, how and why, and then write it out in a report and send it in to us. 
Where you are missing information - make it up! The answers can be as whacky, contrived, 
improbable or just plain hilarious. Each one will be judged on its own merits and the best 
printed in future editions of the magazine. And the prize for all this detective work - well, I 
am sure you could do with some games ’coz that’s why you ’re in the Club - let;’s just say the 
fee is negotiable if you win. Of course, that doesn’t include expenses! 


i 
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...WELL, THE SPEAKEASY HAS DEFINITELY RAISED A FEW TOPICS OF CONVERSATION... AND REMEMBER, IF YOU WANT TO KNOW SOMETHING... WRITE AWAY! 

FOR YOUR EYES ONLY... 



Ring! Ring! -click- "Well, 
looks like there is not 
much time for chat this 
Issue, judging by the 
size of the letter's file. 
Still, what with one 
thing and another, I 
think I’m quite lucky to 
be down here below the 
stairs. It's getting late 
and I don't want to... 
Hey, who is that clomp¬ 
ing up the stairs at this 
time of night? 

Dear Sirs, 

I am writing to enquire on several 
points, which I find to be rather off- 
putting with your service. I would like 
to know why do you state in your lists 
that you have a piece of software, 
when in some cases the title hasn't 
even been finished or even written? 
One such case; I placed an order for 
FOFT on the Amiga just as it was 
reviewed in The One, which was in 
October of last year. Having placed an 
order, and later being told that it was 
due to be released in November, I 
waited. And waited and waited. Then 
in January I phoned in to have my 
credit card recredited. My question is 
why do you debit, or even cash 
cheques when you know that certain 
items are not in stock and will not be 
in stock for sometime. I put it to you 
that if I had not asked for my credit 
card to be recredited, I would still be 
waiting now, because the press says it 
is still under development. This is not 
the only case as I am now having trou¬ 
ble with Ultima V. 

Looking at the current list it seems to 
have several such ghost titles. What I 
am trying to say is that I would think 
much better of you and other mail 
order companies if you stated first that 
your money will not be cashed unless 
we have the article you request in 
stock and secondly that you do not list 
items that have yet to be truly released. 
If you put this as part of your advertis¬ 
ing, while actually implementing it, 
you would probably be not only the 
first mail order company to do so, but 
also set a trend for others to follow. 

With many thanks, Phil Napolitano, 
Slough. 

The Man In Black says: I think you 
have some very valid criticisms of our 
service and the software trade in gen¬ 


eral. Unfortunately we are not easily 
able to solve the problem. 

Special Reserve works on very slim 
margins and gives a very good level of 
service by operating a very efficient 
system. Robert Moss does an 
extremely good job of keeping track of 
all the new games and their expected 
release dates. In fact we are pressing 
very hard to improve the flow of infor¬ 
mation from publishers to the retail 
trade and we currently compile and 
publish a release schedule of forth¬ 
coming games in the trade press. 
Microprose, the publishers of Ultima 
V, do not allow us to include their 
products in our Release Schedule as 
they recognise that information which 
they give us is likely to be unreliable. 

The problem of delayed releases stems 
from a situation which affects all pro¬ 
grammers. Even when a game looks 
finished and plays without crashing 
there seems to be a need to spend more 
time on it. Ask a programmer how 
long it would take to write a routine to 
read joystick movements on an Amiga 
and he might say two days. But a 
week later he might still be working on 
his proportional cursor movement 
algorithm, which he feels is necessary 
for the playability and feel of the 
game. Publishers believe what pro¬ 
grammers tell them and mail-order 
companies have to take into account 
the dates given by publishers. In the 
case of FOFT we were informed that it 
would be released before Christmas, 
both for the Amiga and ST and I 
understand it had been under develop¬ 
ment for over two years at the time. 

We cannot withold new games from 
our catalogue without losing half of 
our business and we cannot include 
release information in our catalogue 
because we would have to reprint the 
catalogue each week to do so and the 
information would still be unreliable. 
So instead we run a policy of including 
games that we are told will be released 
within a month of going to press. 
Occassionaly we have to guess from 
reviews or advertisements. We now 
notify our customers if there is delay 
of more than a month. 

We are very willing to refund or 
change an order that has been delayed 
and people are offered this service 
when they telephone us to enquire 
about an order. Each order affected 
has to be de-processed and the refund 
made and the whole thing is quite cost¬ 
ly to us, considering there is no rev¬ 
enue from cancelled orders. All orders 


received by us are processed, banked 
and filed, and then computerised print¬ 
outs go through to our despatch 
department. All multiple orders are 
split so that we can hold part orders for 
stock. The paper trail is traceable by 
the order processing date on the print¬ 
outs and this is crucial for people mak¬ 
ing enquiries about orders placed. We 
cannot process credit card transactions 
retrospectively without causing our¬ 
selves confusion and a lot more work. 
We would also lose the ability to check 
our data entry of payments received 
against a physical count of money 
banked, and we rely on this to ensure 
accuracy. It is also worth pointing out 
that we suffer around 4% commission 
levied by the credit card companies 
(more for American Express) and 
whilst they are allowed to offer incen¬ 
tives for people to use their cards we 
are not allowed to offer any incentive 
to people paying by cheque. 

I apologise for the delays that you 
have suffered and advise you in future 
to telephone us before placing any 
order to check the availability of stock. 

Dear Mon In Bluck, 

Forget the typos. Is there going to be 
another Adventurer's Convention in 
Sutton this year? 

Deirdre Scraggins, Borstal. 

The Mon In Bluck says: As yet no 
date has been announced, but a letter is 
in the post and a reply should be forth¬ 
coming in the next few weeks. 

Hi. 

I should’ve written this some time ago, 
but... .Anyway, I was truly amazed, 
choked for words, when not one, not 
two, but THREE glorious brown paper 
packages from this F.A.B new club I'm 
a member of were strewn across the 
bed by my wife one morning. At first 
it was a mystery - who could be send¬ 
ing me such a large collection of 
brown paper envelopes? Could it be 
three sets of freshly ironed uniforms 
with which I must report to the Scrubs' 
at 9 o'clock the next morning? No, 
no.no? NO! 

I hadn't even begun to think about get¬ 
ting anything back from my applica¬ 
tion and order form I had eagerly sent 
off mere hours before. I’m impressed. 
If this carries on. I'll be one of the hap¬ 
piest people on earth.(or is it evath?) 

I’ve not purchased any software by 
mail-order so I'm in no position to 
make personal comparison. However, 
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judging by many letters written by 
well-disgruntled Atarites et al, yours is 
a service of which you ought to be 
proud. (O.K, O.K, come down from 
there!!) 

I enjoy Confidential and find that the 
Special Reserve list of brief games 
reviews useful. Thanks for my second 
copies, No.5 and No.4 respectively, 
which I received yesterday. Your 
prices are good and I sincerely hope 
your not pressurized by the software 
houses into raising them too much. 
And of course, not content with just 
sending me a few interesting bits of 
paper, you dug into the immeasurable 
depths of your generousity to include a 
legendary, nay Mythical, floppy disk. 
(Well, I HAD been waiting, you 
know...). "YAAAAAY!" I cried, 

"That for which I have eagerly and 
long been waiting has arrived." Huh. I 
then went on to provide corroborating 
evidence for your article about women 
and adventure games etc. I got stuck 
before I'd even started the damn game 
!!?$!!??!! Yep, hopeless male! I came 
crying on the ’phone to your (invalu¬ 
able) Helpline to find out how on 
evath 11 was to enter my code and get 
on with the Ludus Graeciae. I DID try 
for at least an hour to fathom out 
which permutation of a bunch of let¬ 
ters and numbers might unlock the 
gates to the Underworld and intrigue, 


but alas and alack, nothing but a dead¬ 
pan - "Remove disc and switch off 
your machine." - Ggrrrrrrrrr. Well, to 
make a long story just as long, I was 
kindly, patiently AND, most impor¬ 
tantly of all, successfully helped by the 
person on the Helpline. Thanks a lot. 
The difference between being a mere 
mortal pleb and a God was simply the 
difference between an "uppercase O 
and a 0". Well, well, well. So, did you 
get any deperate calls from your 
female members?? Or are they still 
peristently running through every per¬ 
mutation of A to Z and 1 to 9??? What 
a feeble creature I am. 

As a post script, I have a moan regard¬ 
ing the Atari Show of last weekend. I 
spent great heaps of money on tickets 
for my wife and I with the express 
intent of sitting in on the scheduled 
DTP workshop. What kind of people 
are these show organisers? They didn’t 
even get it together to arrange a 
MONO monitor for Electric Distribu¬ 
tion to work with. Hopeless. We were 
really angry and disappointed and felt 
justifiably CHEATED. Aaahhh, that 
feels better. 


Yours satisfied... 

David Parry, London. 

The Man In Black says: Thank you 
very much! It’s always good to hear 
from a satisfied customer. We do try 
very hard to provide a good service, 
but not everyone is so happy... 

Dear Each, 

...The other point is a small grumble 
about the magazine. I know this is 
1989 and all that, but every now and 
again there’s the odd rude word! It 
doesn’t really matter, but it would save 
the 'shocked from Muswell Hill' type 
of letter if they weren't there! Just a 
thought! 


Best wishes, 

Shocked from Muswell Hill. 


The Man In Black says: I will try to 
keep all such bosums out of my pages 
at least. Hopefully as this Issue con¬ 
tains no silhouettes of 
women or the wortQ^SO^Juid 
should ue feeling a lot 

less snoSwd. 


Once again, thanks very much and 
keep up the good work. You'll be get¬ 
ting my next order soon. (Goody, 
goody, more games to keep me off the 
streets.) 


Well, that's another bi¬ 
monthly mailbag sorted. 
Speak to you all again 
soon..." -click- Brrrrrrr... 


Jk+JL 

In the world of escapist hobbies - 
and it is growing into a world with 
its current diversity and scope - 
there is a web of groups that form 
an industry that seems to run 
alongside reality. There seems to 
be an evr-increasing need to break 
from conventional sports and pas¬ 
times and invent, immerse and 
involve oneself in something that 
many people would consider to be 
fantasy, but to many is a stark real¬ 
ity. Study, for example, the 
increasing sales of G.M. magazine 
and you can see the increasing of 
the market it serves. G.M. covers 
the entire spectrum of the hobby 
and its marketplace, so something 
must be happening to warrant such 
a magazine. 

So why escape? I spoke to 
Wayne, who together with Paul 
Boughton and Tim Metcalfe, pro¬ 
duce this oracle to the gaming pub¬ 
lic, and asked him the burning 
question; Why the rapid growth in 
the hobby? 

"Escapism started with theatre and 
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the stage, in the days before televi¬ 
sion. In the first and second World 
Wars, the reality of life was too 
much - and people began to 
escape away from the war as 
much as possible. This they did by 
watching films and generally trying 
to shut out the horrors of real life. 

Then, in the aftermath of the wars, 
there were wargames. Even Gary 
Gygax, the creator of Dungeon and 
Dragons, started as a wargamer. 
Yet to him the game lost its thrill. 

Now you can become anything you 
like. You can play a character in a 
postal game and have all the 
excitement of furious death without 
any danger. You cannot really die 
in games. You can do almost any¬ 
thing now, from live-roleplaying to 
over the table games. 

And from here? Graphical comput¬ 
er games will begin to expand the 
horizons of communication - a 
multi-user game where you can 
'see' the other participants. FASA 
are experimenting with real robots, 
like the power armour in Aliens. 

So you can then have all the thrills 
of risking your life, without any fear 



of injury. 


The only worrying thing is that 
there is a growing religious opposi¬ 
tion to role-playing in any form. 

This is because they believe that it 
signifies the concept of original sin. 
That is, if you think about killing 
someone, even in a role-playing 
game, it is just like thinking of 
doing it in real life. The outcome 
does not matter - it is the process 
of thought that makes it wrong. 

Where will it all end up? Perhaps 
we will see great theme parks and 
a greater understanding about role- 
playing games and the hobby in 
general. That may not be such a 
long way off, but until then, G.M. 
will try to educate everyone and 
start breaking down the barriers." 

Wayne. 

(You can see Wayne at The 2nd North¬ 
ern Play By Mail Convention at 
Sheffield Polytechnic on the 14th Octo¬ 
ber. Tickets are available at £3.00 
each from 55 Eden Road, London, El 7 
9JX.). 
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AMIGA 500/1000/2000 
PC & COMPATIBLES 


The Temple of Flying Sauce 
with gruesome secrets. 




So eerily insidious and yet 
bewitching. 


Your friends will shiver at the chilling 
change in you. 


They'll hope you've only been smoking 
rotten tromp tails. 


But EXXOS has laid a cunning trap. 
There's no escape. Now YOU are o 
of the psi-mutants ! 


TEL: 01-364 0123 
FAX: 01-360 9119 
TELEX:296369 ATI 


INFOGRAMES 

MITRE HOUSE. ABBEY ROAD 
ENFIELD. MIDDSX. EN1 2RQ 
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